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an ancient game 
of strategy 
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BOXING 
CLEVER! 

Rom revival for 
five classic games 








Cops V Robbers, Jinxter, 
Lode Runner, Spooky Castle 

Improved checksums, 
file recoverer, word count 
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In this delightful game you control BLOB, 
the Biologically-Operated Being, navigating 
him through 500 action -packed screens to 
rebuild the unstable planet's core. 

Bubble Bus' Starquake is one of the 
biggest-selling games for home micros, due 
to its incredibly-addictive gameplay and 
cleverly-animated graphics. It has received 



such accolades as Game of the Month 
Computer and Video Games, and was 
awarded a Crash Smash, 

• What reviewer Bob Chappeff 
said about the Atari version: 

'Starquake is top-notch fare 
quality dripping from every byte' 



— 



Don't miss 
out on this 
tremendous 
offer - fill in 
the coupon 
on Page 53 
without delay 
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Suitable for 


Product 


Format 


RRP 


Special 
reader offer 


YOU 
SAVE 


Offer with 
subscription 


Atari 6-bit 
|46k minimum J 


Starquake 


Tape 


£8.95 


£4.95 


£4 


FREE 


Disc 


£12.95 


£6.95 


£5 


FREE 



N-B. Current subscribers 
can re-subscribe early to 
take advantage of this 
very special opportunity. 
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Gallup Chart 

An up-to-date report on new software releases for your Atari. 

News 

All the latest from the ever-changing world of the Atari 8 bit. 
Hints and Tips 

Get more fun out of Conen the Barbarian with our readers' help. 

ESP 

Take the Zener card test with this clever and easy-to-use routine. 
Recovery 

Lost your file? Here's a program that will find it for you quickly. 

Word Count 

This type-in routine will tot up all your WP text files and more. 
Rouioc 

More help in the dungeon from your favourite Atari adventurer. 
Discs 

We talk to an expert and come up with some revealing facts. 
Cartridges 

A look at some of Atari's latest re releases on rom cartridge. 

MicroLink News 

More about Britain's nationwide online database for micros. 

Games Reviews 

On test: Jinxter, Lode Runner, Cops J n' Robbers, Spooky Castle. 

Map 

Exposed: All the intricate levels of the superb Fort Apocalypse. 

Easy Programming 

Further help with Basic: Multi-coloured displays made easy. 

QM! 

An enhanced version of our checksum generating program. 

Profile 

A visit to Atari World, long time Mecca for northwest Atari users. 

Software Solutions 

Your programming problems solved by our technical wizard. 

Nyout 

Mind boggling confusion in our brain teasing game of the month. 

Mailbag 

Your chance to get your news, views, moans and name in print. 




All major listings in this issue 
are accompanied by checksums 
to help you overcome typing 
mistakes. For full details of how 
they work, see the article on 
Page 36 of this issue. 
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THIS LAST TITLE m ™ Ch ,-rc 
imriNTH MONTH (Software House) COMMENTS 


PRICE 




1 


A I 


ZYBEX 

Zeppelin 


New software house has a success on its herds 
with Zybex. More new products are planned too. 


2.99 


2 




REVENGE 2 

Mastertronic 


Geff Minter's long-awaited sequel to Revenge of 
the Mutant Camels - as strange as ever. 


1.99 1 




3 


V 


GRAND PRIX SIMULATOR 

Code Masters 


This simulator has been ousted from its number 
one spot - but it will be around for a long while yet 


1.99 




4 


A 


RIVER RESCUE 

Alternative 


Budget house Alternative has a prolific output and 
this release of an old title has proved to be popular, 


1.99 




5 


V 


SPEED ACE ' 

Zeppelin 


Zeppelin's second title in the Top Five but now 
heading down. New one to look out for is Draconis. 


2.99 




6 


V 


SPOOKY CASTLE 

Atlantis 


Vou can read the review in this issue of Atari User. 
It's even difficult to get off the battlements. 


1.99 


7 




STEVE DAVIS SNOOKER 

B/i/e Ribbon 


Another one which made a repackaged comeback. 
Good for its genre end deserved the number 3 
position it achieved in May. 


1.99 


8 


A 


LEAGUE CHALLENGE 

4/fa/it/s 


An unusual game from Atlantis, but excellent value 
at the price for football enthusiasts. 


1.99 


9 


• 


MATTA BLATTA 


Riiftant houses continue to dominate the charts, 
and this is the new one from the relaunched Tele- 
com budget range- 


1.99 


10 


• 


FOUR GREAT GAMES 3 

Micro Value 


■ ■ - _ _ i r _ i l j-i j L. a +• A llJlth TJ~kl If Trill aFiriP Art 

Micro Value presents you nere wnn tout ium'pmicu 
games - our favourites being Rebound and 
Phantom, 


3i99 


11 


• 


ATTACK OF THE MUTANT CAMELS 

Mastertronic 


If you have never taken on these monsterous 
beings this is you chance. Worth buying at the 
price, 


1.99 


12 


V 


SPACE SHUTTLE 

Firebird 


An old but good scenario, and again at the price 
you cannot go wrong. A nice simulation. 


1.99 


13 


• 


KIK START 


For motorbike specialists. Not too special, yet a 
good introduction to this sort of game. 


1.99 


14 


• 


SPY VS SPY 

Databyte 


Split screen entry into the world of Spvcatcher and 
espionage. Great game for two players. 


9.95 


15 




BMX SIMULATOR 

Cods Masters 


Cod em asters is renowned for its simulations with 
nice graphics, good sound and fun. 


1.99 


16 


• 


COPS 'N' ROBBERS 

Atlantis 


Dubious content both as a game and as a concept. 
Bead our reviewer's comments in this issue- 


1.99 


17 




WINTER OLYMPIAD 


Act ion-packed events for the sportsman, and if you 
can't face the snow there is Summer Olympiad to 
look forward to, 


9.95 


18 


1 • 


WARHAWK 

Firebird 


Great music but let down by the graphics. Let's 
hope that the Siiverbird range improves 


1.99 


19 


1 • 


UNIVERSAL HERO 

Mastertronic 


A cave complex is at your disposal with good use 
of sprites throughout this addictive multi level 
adventure. 


1.99 


20 


1 • 


TRANSMUTER 

Code Masters 


A scramble-type game which plays well and scrolls 
smoothly - a non-simulator title from Code 
Masters. 


1.99 
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Sales up, 
income 
down 

ATARI Corporation's results 
for trie first quarter of 1338 
show an increase in net 
sales worldwide compared 
with the same period last 
year - hut a SID million 
drop in net income. 

The figures, however, are 
distorted by the inclusion of 
results from the Federated 
Group -the American chain 
of retail outlets which Atari 
acquired in October 1987, 

With the Group's results 
taken out of the equation , 
Atari's figures show a SO 
par cant increase in net 
sales from $65,1 to $97 7 
million, hut little change in 
net income 

Despite the figures, Atari 
president Sam Tram ie I 
remains optimistic. 'The 
Federated Group is now 
approaching a break even 
point", he said, 

"The fourth quarter, the 
season's strongest, should 
show a modest profit". The 
shortage - and price - of 
dram chips has also hit 
results. "The company has 
opted to absorb the 
additional dram costs 
rather than increase 
prices", he continued. 

"It is the company's view 
that the dram shortage and 
related high cost will begin 
to ease later this year". 



KEEKS ®mmi 




Atari plans 
big TV drive 




ATARI, determined to 
capture as much of the 
Christmas market as pos- 
sible, is to spend £400.000 
on TV advertising to boost 
sales of the 130XE and VCS 
2600 games consoles. 

Plans to promote the 
machines before last 
December's rush failed 
when the IBA objected to 
the content of the proposed 
commercials. 

A spokesman for the IBA 
told Atari User the objection 
to the earlier scripts had 
been that the advert did not 
comply with its code of 
practice, 

"Children's ability to dis- 
tinguish between fact and 



fantasy w iH vary according 
to their age and individual 
personality", he said. 

"With this In mind, no 
performance of toys and 
games must be simulated 
by the excess use of imagi- 
nary backgrounds or special 
effects". 

A spokesman for Atari 



said: JJ We were caught out 
last year by the ISA's rules 
on advertising, 

"However, our proposed 
campaign meets all its 
criteria and the new 
commercials are sure to 
attract a tremendous 
amount of interest from first 
time computer buyers". 



GAMES MACHINE ROMS 

STAND by for action on the P?f f\ 0% g% f M If 

VCS 2600 games machine, f> ^ §*[ f\f %Jf f f^f 



titles from Pa tan Electronics 
(01-368 55451 

The massive release of 
mm cartridges follows an 
exclusive European deal 
with Acti vision. "We have 
already imported 200,000 
units for the VCS", said 
Graham Cook, Pa tain 's UK 
sales manager. 

"Up to now the machine 
has not been well supported 



DESPITE this months 
surprise Micronet/Prestel 
price increases. Micro Link 
has denied reports BT is to 
force it into also raising its 
charges. 

From July 1 Micronet/ 
Prestel subs go up 21 per 
cent from £66 to £79.95 a 
year for home users, with 
business users paying 
£119.95. 

Peak time charges are to 
rise from 6p a minute to 7p r 



and free off-peak usage has 
been scrapped - users will 
now have to pay 1p a 
minute. 

Full peak time rates will 
now apply on Saturdays 
between Bam and 6pm. 

However, MicroLink says 
its annual subscription will 
remain at £36 for home and 
business users alike and it 
will continue to operate off- 
peak rates for the whole of 
Saturday and Sunday. 



in this country even though 
it is very popular m other 
parts of Europe. 

fJ We plan to make as 
many titles as possible 
available so the machine 
can get the recognition that 
it truty deserves", he said. 

Pa tan Electronics has 
signed agreements to 
import around 400,000 
units, which it feels will be 



required to meet the 
demands of existing users. 

'The market for the VCS 
2600 f and for rom cartrid- 
ges, is potentiatty massive", 
said Cook. 

All of Pa fan's games will 
rata it for £9.99. Tittes 
include Moonsweeper, Fire 
Fighter, Leserblast, Demon 
Attack, Sea hawk, Kung-Fu 
Master and Star Voyager. 



Online charges held 



Atari pioneer returns 

THE Atari wheel seems to have gone full circle: Nolan 
Bushnell is returning to the company he founded - to 
design video games. 

After selling Atari in 1976, Bushnell set up his own toy 
company, Ax Ion, which has been less than successful of 
late. Axlon will now assume the role of research and 
development facility, drawing royalties from the sale of 
technology, while Bushnell concentrates his activitie on 
video game design. 

The move comes as Atari gears up for a new drive into 
the home entertainment market, currently worth an 
estimated $1 billion in the States - and still growing. 

The games - an as yet unspecified number — will be 
developed exclusively for Atari's 2G00 and 7000 consoles 
and the first releases are expected to be on the market 
before the end of the year. 
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Link your Atari to the outside world with.. 

microliDk 



Electronic mail - The cheapest 
and fastest form of 
communication possible. It costs 
the same to send a message to 
one mailbox as to 500 1 

Telex - Link gp with 96.000 telex 
subscribers in the UK and 1.5 
million worldwide. You can even 
send and receive telexes after 
office hours or while travelling. 

Telemessages — Type in your 
message before 8pm and 
delivery is guaranteed by first 
post the next day (except Sunday), 
anywhere in the UK and USA, 

Tele-booking - Reserve train and 
theatre tickets, check flight details 
"worldwide, or order from a vast 
range of products - from flowers 
to floppy discs. 

Telesoftware - Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink - both 
games and utilities. 

Company searches - Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
over 100 r 000 major companies 

Translation - Access the biggest 
and most up-to-date 
rnulti-lingual dictionary 
in the world, with 
over 380 r 000 words. 

News - Use the powerful search 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals. 

Radiopaging - If you also have a 
pocket radiopager you'll be 
alerted each time an urgent 
message arrives in your mailbox. 
So you're always in touch. 

Gateways - Get through to New 
York in just five seconds - or key 
into the EEC computer in 
Luxembourg, which links you to 
600 databases throughout Europe 



When you join MicroLink you've got 
the world of communications at 
your fingertips - 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 




Two recommended packages 



it you have an 850 interface: 
Pace Nightingale manual modern 
\ cable (£116.15) PLUS Mini 
Office II (£19.95). 
Totet price: £136 . W. 

If you don t have en interface: 

Miracle WS2000 V 21 . V23 modem 
+ Oatatari interface + cable + 
Datatari software. 
Total price: £149 95. 

With either combination you can 
also log on to other databases 
and bulletin boards all round the 
world. 



AH you need - apart from your Atari 
- is a modem, which plugs into your 
telephone wall socket, plus suitable 
communications software, 

We have provided two possible 
options on the left, 

Whichever equipment you use, 
you. will be able to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes. 




More than 
90 per cent 
of subscribers 
can conned to 
the MicroLink 
computer at 
local call 
rates. 




if 



TO FIND OUT MORE 
Fill in the coupon and 
send it to the address 
below. You will receive 
lull details, of cervices 
arid costs., together with 
an application lorm 
Complete this and 
within days- you and 
your Atari will be able 
to use all the services of 
MicroLink and T&leeom 
Gold J 



{ 



Please send me full details about MicrgLink, and information 
sheets about the following hardware and software options 
iple-ase tick) : 

Z Pace package : Miracle package 



Name. 



Ac! tlif-!:.:. 



Postcode 

Send to: MicroLink, Europe House. Arlington Park, 
Adlingten. Macclesfield SK1Q 4hJP. 



ATU t 




Crystal Raider 



.11 room. ; and 
their entrances and exrts. ^™ 
Jnl t into two sections and others 

mekeTpossible for you to complete 
this intriguing game. 




wvwvwvw/ 

ine means the room 



This zig-za& 
is split into two sections 



The arrows Indicate the direction 
of the entrances and exits to the 




WE welcome letters from 
readers giving their help with 
games on the Atari that they 
would like to pass on to other 
readers. The address to write 
to is: 

Hints and Tips 
Atari User 
Euro pa House 
Adlington Park 
Adlington 

Macclesfield SK10 4NP 



Basil the Great 
Mouse Detective 



AFTER recently compfeting this 
superb game from Gremlin Graphics I 
decided to compile a list of air the 
items you need to collect to complete 
the various levels. 



Level one: 
f terns: 



Lev&f two: 
items: 



The shops and docks 
Dagger, gun, cigar, 
flowers and key, 



Level three: 
Items: 



The sewers 

Bone, hat r card, tooth 

and fruit. 



Ratigan's den 
Letters, padlock, 
candle, cigar and 
flowers. 



David Harris, Yateley, Camberley. 
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6 powerful home 
and business 
programs in just 
ONE package — at 
a price that simply 
can't be matched! 




♦ . +„ 4- . * to p os j tio n text, 
thwi GOOICd P»* E^I3»P* 




WORD PROCESSOR 
Compose a letter, set the print- 
oul options using embedded 
commands or menus y use the 
mail merge facility to produce 
personalised circulars - and morel 

SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
oT mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and morel 



DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and morel 

COMMS MODULE 
Using a modem you can access 
services such as MicroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet format, 
read in database files, print out 
in any quantity - and morel 



* h *Y e ^ ***** 



a 



^22 



OK I U K FORM 



Please send me Mini Office II for the 
Atari 4O0/80O/XL/XE (48k required), 
on 5'// disc for £19,95 



I 
I 

I I enclose cheque made payable to 
1 Database Software, or debit my 

I Access/Visa card: 
rrm emu i i i n rrm 

I Hxp. date r I 

i Signed 

I Name 

■ Address ■ 

I 



I 
I 



ORDER HOTLINE. 
TEL: 0625 879920 



SEND TO: Database Software, FKKKPtJST. 

MftCf Ipst h Id , i ' h L-^h i m- S K I M 4 Y U . 



T-fcATA i> a cr Ci^CT'lArA D D Rur °P a House, Adlingfim Parlt t 
JJAIAdAjH 3\Jr 1 WARL AdHntf*""* Macclesfield SK 10 4 



4XP. 




HAVE you ever wondered if you poss- 
ess the wonderful and mysterious 
talent of Esp - extra sensory percep- 
tion? If so, this program may well 
provide you with the answer. It's 
based on the now famous Zener test 
experiments carried out in America in 
the 1930s and also featured in the film 
Ghostbusters. 

The experiments involved special 
Zener cards which are marked wrth 
rectangles, circles, stars, waves and 
crosses. A pack of 25 contains five of 
each symbol, 

The object is to try and guess the 
symbols on the cards as they are dealt 
face down on a table. Probability dic- 
tates that out of 25 randomly dealt 
cards, five correct guesses could be 
put down to pure chance. Any more 
than this may involve Esp. 

Of cou rse, relatively low scores such 
as six or seven would have to be 
repeated many times to be significant. 
But very high scores, say between 
about 15 and 25, would be most 
unlikely to occur even once purely by 
chance - the odds are millions to one 
against. 

So the higher the score the more the' 
likelihood that you possess a high Esp 
rating. You too may be able to bend 
spoons like Yuri Geller and be a real 
nuisance to your mother. 

The original 25 cards were found to 
be unsuitable for the computer ver- 
sions. Although it proved fairly easy to 
shuffle that number by computer, in 
practice this led to serious problems. 
By simply keeping a mental note of 
the symbols used it was possible to 
influence the end results quite signifi- 
cantly. 

For this reason the random number 
generator is used to select one of the 
five symbols each time a new card is 
displayed. 

This way it is impossible to card- 
count and the chances of guessing 
correctly are always five to one. 
Therefore, over the 25 goes, pure 
chance should account for only five 
correct guesses. 

The computer deals a randomly- 
selected card face down in the centre 
of the card table. You must then 
decide what you think the hidden 
symbol is. 

The five symbols are displayed at 
the bottom of the screen as a 



Its all in 
the mind 



ROBERT CREWE and ANDREW HOMER 
take a close electronic look at ESP 



reminder. Choices are made by typing 
in the appropriate number and press- 
ing Return. 

A graphics sequence reveals the 
hidden symbol and the results of the 
selections made. The cards are then 
shuff led ready for the next go. 

The program can be used by one or 
two players. "The two player option 
allows you to test your powers of Esp 



against a friend. 

Sound is used throughout so if you 
find it a distraction turn down the 
volume on the TV. At the end of the 
test a score sheet is displayed on the 
screen together with a percentage Esp 
rating. 

Remember, the higher the score and 
Esp rating the less the likelihood of 
pure chance being involved. 
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ATARI 8 BIT DISK PUBLIC DOMAIN 
SOFTWARE- ALL £2.50 

■ „flHG BASIC,' *LOL V*f\. **OYl linM-lMf f<W Ue**lHnwn: 
DOS (pMMl *«S Num Emmc C*h* «ti ■ Wpf It* »W* if Tirt* E*K St 1 

ScmULiairEUh bHtiprnglwil^ smrtin.m* («.1M 



FWTMnCWUJE, 

AINENTuflE 5 COM W CN ^ tarn «t«i rtu **nr id k™ hjf nHKh-Q ™ mxl 
I nwj pip ftf ti* SoWWi 16 - 0t* C^. CJF¥WH. Tamn, Hfcffl*? 
Gutt H t> Gmrt. HiH. W*p tffl" Su(X WfmtPf F urtipwn M-iMi AM*SH hf™^ 
of Down Pro Wurmji. tftnwx m Mi 

Fa HH.':- iTnimMcT'i An babn Tnmalwfcr r« KLiKl l£ M t»=t"i f» a«r±> 
O0"l4 feci hen 

XE DGHEB JWOATtfl FLE DE^iCPEH - lt» J<£ op* * ■ Di*fi»U 4*0* Swt, » 
TWpUiSWmdmtiDop- TtmAra.iMlfcuinnytoHrftlJeKsriiqii 1 ir*J* 
joj id ,1, tutt lb mpYtffl » flu Wirt h*» Id J ^fl" a* « an * If 

□M I fOu Mfl »4I» tin dim d J b.i 7^ ^ Aan T* ptttfim p«J cm 

Ttimwj.- mfcW****wW«caimiiii^p)»i*^taw^ 

««iidl«cn1ra»nir«tlVVP| Ml rt» >«t™ **J M <M «-d I mm ■ aj ajaai) 

unfD,¥«ri:jiir:TsS H js 
QUEST FCfl *OWEfi ■ * pm™raJ j 
femw Ynu b*«™ ■ ^1 wr m tf* Imt oH 
(BndH n\n fa* n f&j HKjf u>d ch 
MOMS Ciiiipiibi^DotZffJWi-ri- Tftps^bW^iiTlhirtlln**** 
* IMP fll 14 Of welw crpfn; *r rtj 4 «i dnjfcrtoa 
Wi QUE-- * KHtiicMt UPgiavm pm Cw»™» Ml j 

prof hti br iddr^ |p^> MPtfP*^ 

GWt5DI^ I-Ai* 1^ nitric aD**i*^B*™^'* lC*^?*"^^ 

mini (HUM ind W tmr N W |nu t*fi CiMH JWJT *n rmm art CM1 ««« rn«) 
JtfSOLUTtLV SUPERB CUWE fifiH T1* ».D UflH*fly A WUSTH 
CCHMLillCATlONS 1 ■ iKtiM * ih« d* • K*rr« *t «« 'W™ nl lh Ct*rr* 
prognrni A tHdHn * UK KkM i^iti it *n boinl prafwn W(h IJI 

[rrti^ DM kDMiM- ViV^lDNtuM '■pf-ka- LOH5d# j ™ifli*c*frlfl>Ml'*i 

fmmarr lr«*" ^1 - 0V P m ii ™«f4fl fli "^-'F a™fl !*" 

Id DOS j<i*tkflflEli*t Ito* ^drni - RMuC^nt WBf inl nk I B«3 

MAMY OTHER PROGRAMS AVAILABLE 




Irt Knfl Mm nh I 



520 STFM 
£359.95 

WfTH INTEGRAL 1 MEG. DRIVE 

INC BASIC DISK, MANUALS AND THE 
FOLLOWING SOFTWARE Slflpfighl, Eftdura Rkv. 
TBlrit, Rimpaflfj, Afkmwri. Martile Ma**K, 
Trmp. PhrtM, Wntor Olympiad *B, 3C Salauc^. Tf»i 
Slaier >hr^ S J thnf trowri. Sink* Fores Mamljf 
EiQl*4 Nest, lull KaralB. Svfwipml. Chopper X. 
Wkriodi Ftotd Ware. Q SflJI. LBVwthan and flan«f*ma 
* FREE W CAP, DISK BOXl 




COMPUTER ACCESSORIES 

5 25" LOCKing Deh 6o« - Cap » « 

5.25" Dak Nofcfttf • 

5 25' Disk Ctoanirfl Kit (Fluid) » »JJ 

5 35" Dak Cteart™ Kit (DfY) C2 CHJ 

Bern oi to 5 Efi' DS?DD 46TPI Bfnndad 

ProcKion D*ka ca TO 

Trarkrtf 10 SS/DD 4Slpi C-BEfld C7 50 

Tracker 10- DS/DD ««p Cased - ■ ■■ 

flip siO£D fREVEf*$iBLE 2 NOTCHES i 2 iNDEX HOLES} 

0&DD4B i 96 TP? BOX OF to TO CLEAR ONLY ES.00 

BOOKS ^ 
Aiari G^phm «*d Scund 

Get hMxv Bm M Atert g 5 

Making the Most of Your At*n H « 

Send lull details o^our Hardware and Software H 
you warn b quote fo r a trade In ag ainst an SL 

DUST OWm - PROTECT YOUR HARDWARE 
Plaisfl spsvJiy moctei 
-D50 c*wa:i0HW(Cn*Cl8 tape *| 

aooxuisOJCE 

1027/1 OS 



SWITCH SOX CLEARANCE 1 1 

I 1H 1 OUTfi OUT 1 W flS?32 OR CENTFOtilCS E'3 95 ' 

CftOSSOrtfl iCENTRONCS) — — ^2 95 » 

- SOCKETS A P1WJS - DOCKETS 4 PLUGS - 

5P*DfiPlufl 75p TPmCknPljg -B^p 

Scart PluC [Euro corrrwtK'. Ci 3S Phpxi Pljg R« f BUw 7Sp 

3&W*r Cenfcvirt Pl< « »5 K-W*y Ceninsnc* Somel t3 5Q 

ISw Mora Jabt PIuq 85c 3 Smm 5Kjf*a Jas Pvg ...*sa 

- CABLES1 - CAB LES I - CABLESt - CABL6SI - 
ALL CABLES ARE 1 METRES LDMG UhlESS OTHER WfiE STAT£B 
A»i XL' Xr 6 Pw &r. X, P*p«W I Morod-nir* Hwihxl . 

Aan JfL'XE 5 On to Sort - — — - g ■ 

Aton 5 P<- Qn b Twn Phoce {CeKwr Mvirtr .A Au4o) £5.M 

Ann ST -3 Pin to '3 P* Melsi Cab» (DfwTBpa^mur VQ N M 

£ilSTfi«JTOfl FOR Jlii WWUIEti HDUSi PflOOLCTS 
THE 10» SUPER ARCH IYER- Tht dM hack up tft4rt)r f *-« Attn 1 79 «* 
HcMrts twif: r U.S. douU*. tirttan lomaiiBf. cup« WW 
hkw% up io *S MOM »r badt, twft ■ »»* rMWar, port *a*w I jup 
Itolty, bull n MitwnblBr «nd mucfi mui* Ttofe 

THE CONTRuER CARD P.P.e. I - KL IS9 9fi - XE 86 

The dtfireilfir mr) bIw t&j ti Bdd. 1njm «n impreiwH and Hpflnd^J 
M jwtw «nd firMnw-wiis thai i«vdii m memoT common;*, 
wia pa*j»t) m^e™. AcWiftfl t> no uiiiina *>l Iraait 
r>u man prognn u(io tlw h» pjmptaiBC f.s EB5M o' aa ai n-kn* 
Bdliap«fflini The SHQ Pf4:NT SYSTEM wJI enaW* |*i b pfwk** p«Mn- 
uikVi quail* ni«t*ia he an Epwn «mp»»Ufl pnrrtar from 0flM*ic pmwr 
paefcag* ind com« wn(*** ■«! 1* CUPD «mvi pnr* mialue krt 
SUPEPTdLUP W TOOLKIT rtrskir* cuuna vft*an b dak ind makat 
■M b oik tuck ip liu po#ff*'j rwl itw* a m caWWdak befrng 
CffllKfcri Ttal 4W1 stop " ■ *aMa tacit J[» al pnjfltB'V dnrragad 

dak prDtochnn wcai^jbs, The iysiBr- «£> inaHpomlBS i urtqu* WV£ 

MUST BE ADDED 



5.25" Sulk DHfc* - Oriiried Error praa - 
Na quibble fepLfc£«nMnt Ufallin* Guaranlae 

14 eased 2> M 1« 

S5C{J«B £S.» C1T.M E33.M 

DSTjQ 4fflp E6 5Q E11.M 

05,00 9M £7.50 £13 0C 



cig oc 



C35CH 
C3?« 



5(5 SS.DD Ajip + 13C Cap LD box 
MSS-TJD S6ipj + K»Cap l&ttn 
n CSOD ittpi + lfJO Cap LD box 
ft D&DD 9Glh « 100 Cm LD ten 



E34.K 
L»50 
E32tt 
E» 01 



Just *nte tor more intonnaiKjrt. Chequsselc payabteio SIORT ^J r T t'f rna ^^^ e ^,!^ ren,|t ,n P 0 ^ 6 ^ ^ ^ kdm,ter 

internahonal money orttef. Wnffi (orqgolem any cuher currency. 

ArCESSMASTERCARD'EUROCAHO-VlSAaccEpleo' CREDIT CARD ORDER LIME -027989509 nOTQflQRfrQ a 

« 027989509 ^hourS? t - days a Seek - vat j pAc no hidden extras - what you see 0279895O9 « 

IS WHAT YOU PAY 

18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CM22 7NX 



S: 



A The leading North West 
ATARI Specialist ATARI Dealer 




ADBROKE 
OMPUT1NG 

tMTERHATlQHAt 



33 Ormskirk Road 
Preston, Laws- 
Tel: (0772) 21474 (1 line) 
(0772) 203166 (5 lines) 
Bui/Board 27236 6pm to 9am 



A 

ATARI 



This Company has given years of full support to ATARI users Courtrywkte from their retail shop l^rses at Omskirk Road, 
Proston Now from their NEW Mail Order Depot they cart offer the same Excelled service to all Mail Onder Customers^ 
All Software and Hardware is iully tested prior to selling. This ensures Customers receive wcri<jng items ^!^ r ^.™ f fl™U 
and all the attendant frustration are a tHng of tie past. All Hardware is supported by our own ON SITE 
turn round on all repairs is Guaranteed. All prices quoted are fully VAT inc. and there are no Tndaen extras . what you see is wnai 



you pet. Delivery included in price. Please ring for latest prices, new releases, etc. 



130XE Computer £1V9.00 

Disk Drrve . . . . ■+■ ■■■■ . — .« . ■ ■ Phone 
XC12 Recorder £32 00 





. ST 

*mi 

m> 



3V, D/S 5V, D/S 

D/D D/D 46TPI 

Per Cfek ♦ £1.50 £0.80 

10 Disks £14.00 ,........£6.50 

10 Dtsks+Plastic 

library case £1 5.50 £7.50 

tOODteks £140,00 £60.00 

500 Disks £650.00 .....£280.00 

Ail Disks are covered by an 
uncondrtional lifetime guarantee. 



Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Please ring for a quotation. All repairs 
carry a 90 day warranty. 

PRINTERS 

Dot Matrix 

Star LC10 ..<. £220.00 

NL10 Stieetteeder - £55 00 

National Panasonic PHONE 

MP16S PHONE 

MP135 PHONE 

LXB6 Tractor Feed , £19.00 

LXS6 Sheetfeeder £55.00 

LQ800 24pin D/M £525.00 

All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 



DUST COVERS 
Computers.,.. 

Monitors 

Disk Drives. 
Printers 



H4> •■»M'#M 



...£3 99 

+ £4 .99 

» £2.99 

£7,99 




TO ORDER; Simply send, or phone your order, stating Full Name, Address, Visa or 
Access NoSp Cheque or Money onder. Make payable to Udbrake Computing 
International, 33 Ormskirk Road, Preston, Lanes. PR1 2QP, 



We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we have rt! 
Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usualy have the 
answer 

All Dedicated books and mags in stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 
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Gamej— 



^ From Page £ 



GOTO 47ft 
4iM 7 "N" 

5M FOR M = L5 TO « STEP l:>0U#t t, t«C 
(£«lSjJ-H P ll,VLFa* TO 8 EVENT D : HE 

KT 9; MUNI !»•*•,• 
518 If CHU-"!" THEN CH1$-CHR$ (6J 
528 IF CHUz"2" THEH CMS=tHft* (7) 
S3* IF CH1J="J M T MEN CHl$~CHRi HJ 
540 IF CHl*-"4" TMFN CHiS-CHRf Hi 
SSI IF CH1S--5" THEN CNI$=CHPSU*1 
56* FOR D£L=8 TD 388:NENT DEL : FOR LUH= 
• TO 1«!5ETCQL»R 4 , 1, LUiJtt TCftLOf t,9 t 
LUH 

571 *0UND 8.204 f L UW1 4 i .. L 8 , 1 8 

56* POSITION 3,4;? ttfr;CM$ ;RDSITI*N 5,4 

!? tt*;T$:fDSITlON IS, *:* a»; C ftl« 

SH FOR DEL-1 TO Si: KENT DEL: HEX! LUH: 

SOUND S4,I H 0:F0R D=< Tt 3*4 ; NEXT D 

Oil IF CHS-Tl THEN M=»*l 

tit IF CNltzTl THEN 5f=SD+i 

61* IF TMfH GOTO 1190 

£30 NEKT V 

(4* REN CREDITS + CHOICE OF I «R I PL A 
VERS 

65* GRAPHICS 1 :SETCOLOR 4 . 7 , 7 ^ETCOLflR 
I, 7, 7\ SfTCOiflR • J 12 J 14i5EK0LOR 
POSITION 1.2:? 1tt;"E*tri" 
6*0 POSITION 4,41? Hj;"itn5«ry"!i>asiTi 
ON 6,6s? tft;"P*rt#ptiQft" 
670 POSITION * P 1S:7 POSITION 4 

,li:T Wi^Obert crn*"tMSITI(MI 5,14! 

HI POSITION 4 p ul? N*;"in4rtv h«**r": 
FOR DEL =4 TO 54*: NEHT DEL:? «6;"* w 
450 GRAPHICS Z:SETCOLdR 1,8,14: SET COLD 
R Z.OjOlPQKE 752..1 
7*0 POSITION i,J 

71* ? n* ; 11 plejse tntfr vour <h*ic* 
if 1 or 2 pityers": input HOPS: if Ha 
#SO"i"» AND NMt<>"2" THEN *M 
72* IF THEN PONE 756, CHM5+2 i? 

S6j"V;G0TQ 13* 

73* t " PRESS START TO tttlW 

740 C^PEEK (53275) :If C-6 THEN CUTO It* 

7SI IF CO* THCt GOTO 741 

76* REH REDEFINE CHARACTER SET 

771 RAHT0P=FfEK(l»6) 

780 POKE lM i RANTDP-4 

75* GRAPHICS 2:tf TCftLOt £,•*•; POKE 751 

rl 

It* POSIT 101 3,4!? M«; "INITIALISING" 

lit POSITIOtt Mil BN>; M PLE«SE WIT" 

»Z« CH6A5-HflNTBP-4 

13* ADDR-CHDASH25t 

6*9 FOR K=i TO 1*13 

ISO POKE dDDH4X^EEK(57344#X> 

It* NEXT X 

S70 CHAR -ft* 

POS'ADOftt CCHAR** J 





09* FOt X-t Tfl 7i READ * 
9tt PORE tPOS^Xlj A:*EXT X 
51* FOR CHAR=7* TO 7* 
921 P0S=AD4R4|CHAR«ft) 
Hi FOR X=# TO 7 : READ H 
94t PORE <POS+X)>B;ft)EXT X 
950 NEXT CHAR 

960 POKE 7S6,CHBAS*2:? 06;"*" 

971 data •,ft,g,«,e..9,e l e 

9tt DATA 32 , tl, llt>4 , 32 ,11, lSt,4,tfi f l 
2t>l*2,lt2,l*2 < 1*2 ,120,120, 24, 24 , 24 , 25 
S, 255,24 P 24, 24 

55* DATA H6,44, S€, 255,56,44, Ul,i, 24, 
36 , fcfi , 66 66 , It , 24, 0, 255 , 255, 255,155 , 25 
5 1 255 j 2SS j-255 , 1,6*, 1*2, 12, 24,*, 24 .. t 
1000 RETURN 1 
1*1* REM IRTRfl TITLE 

1*2* SET COL OR 1,9, 7 L5ETC0L6R 2,*,14:SE 
T COL OR 4,t,14 

1*3* REH USE CONTROL KITH t,E,t,I,C AN 
D SHIFT WITH - TO RRAK DESIGN 



104* 
1*5* 
166* 
1*7* 
lit* 
1*9* 

lit* 
111* 

112* 



? HO;* 1 



R*;« 

i*r 



tar 
my 



llr- 

lllr 
III*- 



— 1 1" 
-ill" 

■mi" 
-■iii" 

-Ml" 



j 



113* FOR C-* TD 14: FOR L=i4 TO » STEP 
'l:SfTCOLOH I,C,L:SET€OL*R Z,C,I4:SETC 
OLOfi t,«,14 

1141 SOUND * P 2**-IL*14I,1*,1*^0UI» I, 
2»*-fC*i4>,l*>4 

1151 next l : nekt c: sound *j *,*,*; sound 
i,*,*,*:for d=* t* 2*p inext d 

1160 ? RETURN 
117* REH riNAL SCORES 

11** ESPA-rSA-51/2**l*t;IF SA<5 THEN E 
b P-fl - 9 

11 J* ESP0^iS8-SJ/2i*li*!lF 56 <S THEN E 
5#t=4 

121* GRAPHICS 1 : SET COL OH I, 7, 7 ! SETCOLO 
R 4 J 7,7!SETC0LQI t,12,14:SETC0LDR I,*, 
14;SETC0L0R 1 , i,A 

i2ie position Mil m fffTTT tott 

TION 2.4!? Bfi * f H s< OPt~" ; SA : POSITION 2>* 
If »J"ESP ritin* "jESMt-K" 
122* IF HOPS="i" THEN COT* 1246 

121* position 2,1*;? ttirlSEEHVF'^os 

ITION 2,12:f H6;"*stop*=";S*tP05ITION Z 
,14:? R*i"ESP rating ,, ;ESP*,">:* , 
124* ? "HAN T TO TRY AGAIN (Y/N) M j ; INPUT 
AS 

125* IF A$<>"Y" ANO A5<)"N" THEN &0T0 
1180 

1766 IF AS="N" THEN ? »;"*"?? Nt; M I « 
NEK 11 ;? Bfr^'YOU MOULD SAY THAT" : FOR DEL 
=1 TO 5*1 3 HE XT BEL! GRAPHICS • lEND 
127* IF AS="V» TKEN * N6;«ll-'! POSITION 

■ ■ ■ ■ " 



2, Of* Nij'HIIJBEE FORCE" 
124* POSITION 2,1*:? B6;" 
FOR DEL-1 T* 3**; NEXT DEL : GOTO t9* 
1294 REN CAR* SNUFFLING ROUTINE 
130* 6SzSTR$CINTCRND{*J*5*l)) 
171* ? Ntj"R" 

1328 SET COL OR 1,1, 14 i 5ETCM.0R 2,12,5:9 
ETCOLDR 4„lt»S 

If I* FOR A-* T* 3*: POSIT too 2, Si? 06;" 
shjffitn* cards" 

1340 *T= I NT C RNt (83 #19 J I DO=IRT (RND (*1*5 
I J N=INT f RND ( 11 «t*6Jl POSITION RT , DO : ? H 
6;CMRS (Hi 

135* next Ai*ttmn 9 



'0 


CP1 


CT) 


46@ 


act 


(T) 


910 


&3R 


£ H ) 


11 




f3) 


470 




IS) 


9?0 


Df N 


(J) 


30 


CP3 


CX) 


4B0 


JT3 


(fil 


91? 


DLS 


lb) 


40 


CP4 


(4) 




DTfi 


(1) 


940 


DC5 


U) 


51 


CP5 


(If) 


500 


B 1 M 


(0) 


950 


U59 


(N) 


60 




(7) 


510 


RP.T 


C9) 


960 


RVR 


(V) 


Tfl 


CP? 


{X) 


5?0 


RU4 


(U) 


97fl 


45T 


(n 


as 


CPS 


{8) 


530 


S1F 


tn 


980 


EJE 




n 


JPH 


(G) 


543 


S5fi 




990 


9EM 


(N) 


m 


9S-7 


(0) 


550 


JtfcQ 


(A) 


1000 


VAK 


fH) 


lie 


QT7 


(Mj 


566 


KJT 


(U 


1010 


DON 


(P) 


m 


PSJ 


(I) 


570 


NF& 


(Z) 


1020 


7QP 


£E) 


13U 


PE: 


(HI 


580 


eWV 


(A3 


1030 


HH 


(C> 


H0 


ULT 


(T3 


590 


5N& 


(YS 


1940 


YX1 


(2) 


150 


DCS 


(P) 


600 


FST 


E5J 


1050 


£CJ 


W 


160 


TUU 


C2) 


610 


J"H 


(2) 


1060 




<H) 


170 


PtJ 


(i) 


620 


JFQ 


IG) 


1070 


air 




1 D D 


r " v 




0 JIJ 


QUA 

i JD 




00 L 


NC 1 


r pi 


190 


K6T 


(4) 


640 


DXX 




1099 


79S 


(U) 


m 


CUT 




650 


PT5 


(H) 


1100 


3N9 


(A) 


210 


4 mi 




660 


m 


(1) 


1110 


OPS 


(8) 


m 


CFC 


m 


670 


3 HP 


(A) 


' 120 


TI1 


to; 


230 


CKO 




680 


OPD 


(2) 


J 13E 


5X.. 




m 


CPS 


(A) 


690 


ADP 


(E) 


j ue 


SK4 


(A) 




CIO 


[*) 


70S 


X3r 


(M) 


1150 


HUE 


(D) 


m 


cxo 


£0 


719 




(H) 


1160 


EVU 


(F) 


270 


nn 


£2) 


720 


V EH 


(X) 


1170 


DHH 


(9} 


m 


m 


(7) 


730 


676 


(01 


11B0 


<DE 


(7) 


m 


5Bt 


f3> 


?40 


DftU 


(HJ 


1190 


KGG 


(9) 


m 


S7J 


(S) 


750 


EEE 


CX 3 


1200 


G3E 


rc3 


310 


H1G 


cu> 


760 


III 


fN) 


1210 


?5S 


(5] 


3?0 




(5) 


770 


A8G 


f3) 


12?0 


YTN 




330 


K9fi 




7fifl 


C37 


£4J 


1230 


T9G 


(43 


340 


KGfi 


m 


790 


CH3 


(S) 


12^0 


J1P 


(23 


350 


KM 


cu> 


800 


DUG 


(9) 


1250 


hji r 


f6) 


360 


KU 


(Y) 


810 


&R3 


(K) 


1260 




t. ) 


370 


9U 


it) 


8?0 


40X 


(O 


1270 


21 r 


CO 


m 


4HT 


CTi 


330 


442 


to 


1230 


VMM 


tj) 


390 


HT! 


(If) 


340 


3T1 


(01 


1290 


ORN 


ft) 


m 


E9bf 




850 


TVN 




1300 


UNO 


(4) 


410 


m 


(9) 


360 


R33 


(») 


1310 


T55 


(6) 


420 


flTU 


m 


370 


iOE 


it) 


1320 


95E 


(K) 


430 


R4L 


CI) 


B8I 


EFN 


(T) 


1330 


994 


CCJ 


440 


ft 9 C 


fN) 


890 


ECN 


(N) 


1340 


SJL 


fN) 


450 


flG9 


C7) 


?00 


CD5 


C7) 


1350 


WE 


(S3 



90- 


140 


160- 


840 


210- 


290 


320 - 


370 


400- 


640 



DiMension strings, zeroes variables 
and draw the title screen 
Main loop 
Draw card table 

Allocate symbol to a random 
number 

Get the player's inputs, compare 
them with the random symbols and 
increment the scores 



PROGRAM BREAKDOWN 

770 - 1000 



1020^ 1160 
1180- 1270 

1290 - 1350 



Redefine the character set to create 
the symbols 

Draw the title graphics 

Calculate the final scores and gives 
your Esp ratings before asking if 
you wish to play again 



inciom 



Tihnl 



— - . , 



. 
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TOP QUALITY DISKS 

AT ROCK BOTTOM PRICES 



5.25'* BULK PACKEO-TOPQUWJTY 25 SO 

Single Sded 48T.P.L £397 £17 SB 

Single Sided 96T.PJ £10.^ £18.05 

Double Sided 4&T. P. I. £10-45 £16.53 

Double Sided 96T. P. I. £10-93 £19,46 

Doubte Sided CokHKgdSOT P.I. £13 00 £24.46 

Doubts Sided Reversible" £14 25 £27,08 

CotaurftdtReverslble* £16 39 £31 11 

CofeiXH DifJ(*UKT»« liw atotrt ((tad. film, mm, i¥a*. Owen} ft***!** htrt H« in*« hrt» »rt i h» 
MM fero>* **t *»k with 40T or «T (iHT.P.UBT.P.1) C*wd mi) -itata ■ I**"*"" 

tn nduditg * *t»i and * wW ptfiei bh Fit *Kt W m«itaa^ » 1^ t 1 ™™ 1 
i htt rimy tor 
Mi 



100 

£3DBS 
E31-B3 
E3276 
E34.20 
£46.06 
E47.96 
£60 09 



150 

£39 43 
£40.85 
£4275 
£44.16 
£62.23 
E64J3 
£81.94 



250 

£59.65 
£62 70 
£66 03 
£9476 
£97.36 
£123.26 



SILLY 
SUMMER 
SALE 




, tMTVj BUT IW 



an Mi art** 1 5CS «nf I"** 




STORAGE 
BOXES 
Anti-static, two keys, 
hinged + dividers 

3,50" LockaWe - HokJs 40 £6,95 

3.50" Lockable - Holds BO £6.95 

5.25" Lockable - Holds 50 £5.95 

5.25-Lockable-HoltfclOO £6.95 

ANY TWO BOXES FOR £1 1 .95 
ANY THREE FOR £14.35 



THE FAMOUS 

CENTEC 

DISK & BOX 

OFFER! 
We can b* copied on sly to 
but not on quality end Pncet 

5 25" OS/DDI 00 Diiks 
A 100 Capacity Box^E29 95 

5.25" DS/DD 50 Disks 
A50CapactlyBoi-£l995 

3.5" 

3 5' DS/DD 00 Disks 
6 80 Capacity Bo*~£69. 95 

3.5* DS^DD 40 Disks 
& 40 Capacity 60*^39 95 



3 5* TOP QUALITY BULK PACKED DISKS 

10 25 SO 100 1» 200 

Sirt*e Sided 135T P.I £3.49 £22.55 HI .95 £7935 £116.95 (154 96 

SSs3Sl135T.PI. E995 £24.95 £6195 C119J95 £15395 

Rainbow Pack of five colours - 

SinglaSKted 135T.P.I. £1249 £2395 £4695 £91.95 
D0UtfcSidWl3ST.P.I 



£14.49 £26.95 £52 5-5 £96.95 EU5-95 




JUDGE FOR 
YOURSELVES 

Youli be guilty of paying 
mof e & gelling less ii 
you (jo elsewhere 




PufrM 1 3 S.S" Hi WW ■* Fit HtfK LtXinf c™ |W.* C 1 *6 



STORAGE 
BOXES 
NEW RANGE 

(Al boxes are anti-static, 
come with lock. 2 keys, 
dividers and are hinged) 





_ .5" 1 20 capacity bookable ...... £8 95 

5.25" 140 capacity tockable ..£8.95 

ANY TWO BOXES FOR £1 3 .99 
ANY THREE BOXES FOR £19-99 



PROFESSIONAL 
PRINTER STAND 



Thia- naff prtfttar itvtd * 
vfhwrt. at * tafcjw rvttPf m/ rmrt mom. 
than your pwifcw. Du* ID ** umquft 
potioning of th« pip«r flut* rn*tfi*niim 
■nd refoy (jompartmenti thai ■ Oft* 
above Ehe oCh*r, Vie Ah* *paw 4 
,fl#aiutly h*N«l. Th» apra **Mmg 
design allow* May aocM* to !• 
fern both trim, ft* apaoal 441 controlled 
pnp«f feed ijiim "»lh adiuusaE-la 
deJectaf pitta* «nun» tmooth p*(*r 
flaw and Buigrn*ue ratokJmg 

80 Col £19,95 

132 Col £24.95 




E&OE 



CENTEC DISK SUPPLIES 

UNn 3, THE METRO CENTRE, BRIDGE ROAD, ORPINGTON KENT 
TEL: {0689) 35353 {6 Unes) (24 Hour*) Fax: 0689 77737 

w*n * M« atacWnfl ayaUm, OulaU* ofrle* hour* p l«tanft(nw ■ni*#flng m*ehlna wrti 
■ VAT fnd dallwmnii; Tlhswt ■» no Mddan •KtTPi i& payl Pp*W»I eilta* M< 



ft«m«ffib«r - ill pri«. IndO** WAT Hid *»*»-Yl 




MUCH MORE THAN A MAGAZINE 





PAGE 6 has been supporting Atari 
computers for S years - coverage now 
includes both 8-blt and ST. Get the latest 
copy from your local newsagent or by 
subscribing* 

We also support our readers in many other 
ways. 

* All 8-bit magazine programs on disk 
with bonus programs included 

* Books for beginners to experts 

* Dust covers for all Atari equipment 

* The widest range of Atari public 
domain software available anywhere 



Phone us on 0785 57005 for further details 
or visit your local newsagent today 
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Utility 



ISN'T it strange how something as 
cool and calculating as a computer 
can provoke so many human emo- 
tions? There's the shoot-'em-up 
player's exhilaration in combat 
followed by his excitement of 
achieving a high score. Or the adven- 
turer's concentration on a problem 
and his satisfaction in solving it. 

Then there is the Basic pro- 
grammer's determination to master 
the computer and his elation when his 
program works correctly. 

But there's also the anger when his 
program subsequently fails to load, 
followed by abject despair when he 
remembers that he did not make a 
back-up copy. All manner of nasties 
seem to queue up to corrupt a pro- 
gram file saved on a magnetic 
medium. 

After calming himself down the pro- 
grammer considers what can be done 
to save the situation. If it was stored 
on cassette theres very little he can do 
except rewrite it from scratch. 

If it was stored on disc he could dig 
Out a utility program in an effort to 
reconstruct the damaged file- Even 
then he has less than a 50-50 chance 
of success. 

That is where thfs utility — Recovery 
-allows him to salvage his Basic pro- 
gram file by recovering all data up to 
the damaged section and writing it out 
as a new Basic file, 

Atari Basic permits you to save your 
programs In either text format or. 
tokenised format - see the articles in 
the March, April and May issues of 
Atari User. The text format, which is 
also known as the list format, is 
invoked by the LIST "C\" or LIST 
"D:FILENAME" command, while the 
tokenised format is invoked by the 
CSAVE or SAVE"D : FILENAME" 
command. 

Tokenised files are usually preferred 
since they are shorter and they load 
considerably faster than text files, but 
they do suffer from a disadvantage 
when it comes to data corruption. 

When loading a program file, the 
operating system will abort the load 
process if it encounters corrupted 
data. If it was saved in text format all 
data up to the damaged section will be 
retained in memory, making the best 
of a bad situation. 

However, if the file was tokenised all 
data will be lost. This has always 
struck me as being cruel, particularly 
when most cases of corruption occur 
at the very end of a five-minute 
cassette file. 

The reason is that the first few bytes 
of a tokenised file contain pointers for 
the computer's operating system. 
These tell the com puter to expect a fi le 



Make a speedy 
recovery 

MICK RANDLE gives you an 
all-singing, all-dancing routine 
for retrieving damaged files 




of a specified number of characters. 
Data corruption causes the load 
process to cease, which results in too 
few characters being loaded. 

This confuses the computer which 
takes the easy way out and resets its 
pointers to their default values, 
ignoring the code that has just loaded. 
The end result is that you have abso- 
lutely nothing to show for those fong 
hours you spent programming. 

This utility will help to reduce the 
disaster to manageable proportions 
by reading a tokenised file into a 
memory buffer from disc or tape. It 
will stop reading at the damaged sec- 
tion and recreate the missing 
operating system pointers to account 
for the shorter file length. 

It will then write the modified file to 
disc or tape. This new file can then be 
loaded back into memory in the 
normal way by using CLOAD or LOAD 
"0: FILENAME", 

Unfortunately, it's not possible to 
read past a corrupted section, but it is 
a darned sight better than having to 
re-write the whole program from 
scratch. 

Program I is the full utility listing 
and I have avoided the use of 
awkward-to-type control characters, 



except for the machine code string in 
line ISO, Data statements are the alter- 
native but they are exceedingly boring 
to enter and ihey delay program 
initialisation considerably, so I opted 
for the string. 

If you don't feel up to typing line 180 
you can enter Program II, which will 
create a disc or tape file in list format. 
After running the program, type NEW 
and read the line into memory by 
typing ENTER "C:" or ENTEFV'D: 
LINE18D.LST". 

Now list the line to the screen, just 
to be sure, then enter the rest of Pro- 
gram I, 

Leave out the REMs if you wish and, 
as always, use Get It Right! to check 
your work - but remember that this 
will affect the cumulative checksum 
value. And don't forget to save a copy 
of the new program before running it. 

The program is designed to be easy 
to operate by the most inexperienced 
and will work on all 8 bit Atari com- 
puters, although 16k machines may 
not have sufficient memory to recover 
long files. 

On running the program, you are 
met with a message telling you how 

Turn to Poge 14 ► 
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4 From Pagm 13 

much buffer space is available. You 
are then asked to tell the program 
whether your corrupted file is stored 
on cassette or disc. Enter C or D as 
appropriate without pressing the 
Return key. 

If you respond with a D for disc, you 
are asked to enter the filename of the 
corrupted program. Use the Delete 
key to edit the filename if you mistype 
a letter and press Return when fin- 
ished. 

Disc users should ensure the correct 
disc is in drive one, and cassette users 
should place the correct tape in their 
program recorder then press the Play 
key. Press Return when prompted and 
wait for the program to do its job. 

The program will read as much data 
as possible from the corrupted file and 
place it in a memory buffer, On 
reaching the damaged section, disc 
users will probably hear their drive 
grinding around as it tries to read the 
bad data - don't worry this is perfectly 
normal. 

Similarly, cassette users may hear 
weird popping and beeping sounds 
from their monitor speaker. Just 
remember that patience is a virtue. 
After a few seconds the sounds will 
stop and the program will display the 
number of bytes it has managed to 
read from the file, together with con- 
firmation that the file is damaged. 

If the data corruption is marginal it 
may be possible for the whole file to 
be read. In such cases, the number of 
bytes recovered will be displayed and 
the program will report that the file is 
intact. 

Be careful if the number of bytes 
recovered is the same as the 
maximum possible file length - it will 
probably mean that the buffer is full 
and you have insufficient memory to 
read the rest of the file. 

The utility will then calculate how 
many bytes are missing from the 
original file and rebuild Basic's poin- 
ters to correspond to the new shorter 
tile. 

Disc users are asked to enter a desti- 
nation filename. You should not use 
the original disc, which must now be 
treated with suspicion because if one 
program was corrupted others may 
have suffered the same fate, and 
writing to the disc could possibly 
corrupt more files. 

Cassette users should prepare their 
program recorder by installing a 
cassette and pressing Play and 
Record. 

After pressing Return, the file will be 
re-saved to tape or disc It can then be 
loaded in the normal way by CLOAD 
or LOAD" D: FILENAME". 

Now you have the task of rewriting 
the missing part of the program. 



Hints and tips 



Data corruption has occurred 
when the data stored on the tape or 
disc is different to the data sent out 
by the computer. There are many 
causes, such as a dirty or physically 
damaged magnetic surface. 

Disc users can minimise the risk 
by always writing with verify, 
during which the computer checks 
the data by reading it back from 
disc immediately after it has written 
to it. 

Cassette users can only keep 
their fingers crossed, since Basic 
doesn't possess a verify routine for 
cassette files - unless you have 
typed in the cassette verify routine 
from the June issue of Atari User 

Have you noticed how some 
people are rarely troubled by data 
corruption, whereas others seem to 
be plagued with it? By observing 
the following precautions, the risk 
of corruption can be minimised. 

m Always keep your discs or tapes 
absolutely dean. Never touch the 
magnetic surface. Human body oils 
and perspiration are guaranteed to 
attract dirt and dust, and dirty 
surfaces cannot record data 
correctly 

m 

• Always return discs and tapes to 
their boxes when you have finished 



Sometimes the data corruption occurs 
very near the beginning of a file, 
which does not give you much to work 
on. In such cases you may just as well 
re-write the program from scratch. 

If the file will not even begin to load 
then I am afraid that it must be con- 
sidered a write-off. In practice most 



with them to avoid the risk of 
airborne contamination. 

• Keep your read/write head clean 
- and that doesn't mean get the 
scrubbing brush out. You can buy 
head-cleaning tapes and discs from 
your computer dealer, 

• Try to keep data cables away 
from power cables. My recorder 
refused to save while a mains cabte 
was near to its serial lead. 

• Before using a new tape, always 
fast-wind It to the end, turn it over 
and fast-wind again. This evens out 
the tape tension which helps the 
recorder to maintain a constant 
speed and sometimes a trouble- 
some tape will load afterwards. 

• Use short CIS or €20 tapes and 
record only one program per side. 
Shorter tapes help to maintain 
speed stability. 

• Try to use good quality tapes. I 
prefer TDK but less expensive tapes 
will do the job so long as you avoid 
the cheap and nasty types - you 
only get what you pay for. 

• // you stiff have problems with 
your program recorder, have the 
head alignment checked by your 
iocai deafer. This is a common 
cause of cassette problems but 
special equipment is required to 
adjust them correctly. 



corruption seems to occur near the 
end of very long cassette files, so you 
should not have too much work to do. 

This utility is not a miracle cure, but 
it is certainly a powerful weapon 
against the load/save gremlins and a 
valuable addition to the Basic pro- 
grammers toolbox. 



1 GEM RECOVERY PR OCR AH 

2 REM §¥ MIC* RANALE 

3 REN £t ) ATARI USER 

4 REM bh ouer i tokenism Basic Hli 

5 REM fro* d daiuged tape or 4iSC 

6 REN K M l««fifctHa 

10t POKE 02 r t: POKE 03 , ISStRAPHICS 0 
lift POKE iijiiliPORE 55774, 112 iREN Ail 
able Area* My 

III POKE 76% 10 SPOKE 710, Z: POKE 712,18 
t POKE 752,1: REN Set colours Mi disatl 
t cursor 

130 POKE 7*2,64 : POKE 6M,i:*EN force u 
pp*r-c*se non-invtrs* hoyfcoard input 
14* OPEN tt,4,t#"II" 

150 DIM TYPE* C41 ,IN$<12) , FILES <141 , IOC 
lift 411 
160 POSITION 




170 POSITION 0,1 



no iociis= i iBtia> j B<9tasaiiw j ^ff J '* 

J ft0r J h9M VfllfiWF'*" '• B! M nathint code 
1 70 BUEfER-200 +P E EK £141 *PEEK (151*2 5G;B 
YTES-FREIOJ -200 

if? REN 

its repi ■*naii»fa«Miiaa a 
m REM 

?00 ? i? N F1LE LENGTH LIMIT 15 ";R¥TE5 
p PVTES" 

21 i f :? if "AISC OR CASSETTE FILE CP 
or Cl";CHR$<17);CHR$<31) 
220 POSITION 34,7iMSUB 2A00 
230 IR$=CWR$(KEY) 
240 t CMB$t2 7) ;IBS 

2$# If INiO»C" ANA IR$0 THEN ? CH 

R(C253l:C0T0 220i*EM Not C or 0 
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SOFTWARE 


EUROPE'S LARGEST 
ATARI MAIL ORDER 


ATARI 




COMPANY 





SU TMMTEHS 

EOJ kiJ IV JA IV 11 illl 


HTPTOPTTATL 


STAR LC-10 


PHILLIPS 


PRINTER 


COLOUR 




MONITOR 


(INC. FREE CABLE) 


(INC. FREE CABLE) 


£199.99 


£129.99 


all prices inc. vat next d: 


iy delivery £5.00 Extra 



HEAD OFFICE 514/516 ALUM ROCK ROAD, BIRMINGHAM B8 3HX (021) 328 3585 
ALSO AT 212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100, 
9, EXETER STREET PLYMOUTH PL4 9AQ (0752) 265276 



SUNARO 



PO BOX 78 MACCLESFIELD CHESHIRE SK10 3PF 
Telephone (0625) 25228 



Established during 1984 
SUNARO are proud of their 
dedicated ATARI service 
wtifcn promises friendry 

EFFICIENCY with 
REALISTIC PRICES, 
WHY NOT GIVE US A TRY? 



ATARI BUDGET CASSETTES 

BouHerdash .,..„,........2,95 

Boukfeidash II 2.95 

Cops & Robber* 1.95 

Decathlon ...... 1 .95 

Football Manager ... 2.95 

Footballer of the Year 2.95 

Four Great Games N 3.95 

Four Great Games III {disc) .5.95 

Grand Prix Simulator 1 ,95 

League Challenge 1.95 

Matte BaJta 

Or Cue ,2.95 

Pro Golf , 2,95 

Revenge II .. , 1.95 

Rockford 2.95 

Speed Ace ,.,2 95 

Spooky Castte . 1.95 

Steve Davis Snooker 1.95 

Zyblx . 295 



ATARI CASSETTES 

Ace of Aces 8.50 

Four Star Games II 6,95 

Basil: Mouse Detective 6.53 

Druid ... 8,50 

European Super Soccer 8 50 

Football Fortunes 12.75 

Four Star Games I , 6.95 

Gauntlet (64K)., 6.50 

Jewels of Darkness 64 K 12.75 

Jinxter .... 8,95 

Kennedy Approach .8.50 

leaderboard .„B.50 

Uttle Devils 6.95 

Uving Dayfights 8.50 

Mirax Force , 6.95 

Nightmares ,.,..,6.95 

Phantom - ..... .. ..... . .. . 6 .95 

Platform Perl. 64k ................8-50 

Red Rat Double I , 6,95 

Red Rat Double II ... ,....6.95 

Shoot em Ups 8.50 

Silent Service ~. 6.50 

Silicon Dreams 64k 12.75 

Spy Trilogy 8-95 

Spy Vs Spy II 8,50 

Spy Vs Spy III.. ,.,.9.50 

Time & Mag Ik , 12.95 

Tomahawk 64k .< „ ... 6.50 

Trivial Pursuit 1275 

Winler Olympiad 88 64K 8.50 



ATARI DISKS 

Autoduel 

Basil: Mouse Detective . 

D TLIld -triririrnriraiaraiBrmar 

European Super Soccer 

F-15 Strike Eagle 

Football Fortunes .„ 

Four Star Games I 

Four Star Games II ....... 

Gauntlet 64k 

Guild Thieves 64k 

Jewels Darkness 64k ... 

Jinxter 

Kennedy Approach .. 

Knight Ore 

Leaderboard 

Little Devil , 

Living Daylights,.. 

MtaK Force 

Mini Office II , „ 

Nightmares „...„,..„., .,„ 

Pawn 64k 

Pirate Baroary.., 

Silent Service 

Spy Trilogy 

Spy Vs Spy II 

Spy Vs Spy III 

Time & Magik 

Tomahawk '64k 

Trivial Pursuit , ,. 

Winter Olympiad 88 64K 



ORDER VIA 1 

mkfoUDk 



Please add 50 p handling to all orders under £5, 
Cheques/PO's payable to: SUNARO SOFTWARE (AU) 
Girobank Iran seas h to account: 664 6638 
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< Frvm Pag* 14 

2£l IF THEH fILE*=JJ$ {TYPESET 

APE"lSOTfl 3tl 

?«• ? :? :? "5MIRCE FILEHftHE «:- 

fft MHTIIH 2*,M:C05Ui iFILEf 
:«':FILE$f3l-TR*:REH set dist filtMM 

117 REIN 
1M REM 
m SEN 

3 Si f (1 It "PREPARE SOURCE ";TVf« J 



32fl TRAP 58«§:P<JKE ?64,8:QPEN Bi , 4 , 12B 
, FILES ITRRP 44444 

33» t CHSi(28>;CH*fM56J!"M«Illt SOUP 
CE FILE" 

34 6 K=tl5RlAWttMCii5i f RRfFER,«YTE5) :CL 
OSE HI 

J5 e 1 YT E 5 =PEt»f ( R**J * PEEK US 73 #25 * 

Hi IF 8VTE5<i2* THEH UN 

17* ? CHRS 128) ]CKRSI15&> ; BYTES J" RYTE5 

RECQUERER - FILE "f 
3Bt IF X=I OA M=1I6 IHEH ? "IRTACT":60 
TO 5BH 

3*8 7 "RftHMED" 

3*7 i£H . 

It? REM 

488 LIME-PEEK tlUFFEP+81 -242+PEEK (RUFFE 
R+t>*256 

41* tlHOf F^PEEI f ftQFF ER+LIHE+Z) 

428 IF L I KE+L INOF F <t YT E 5 THEH LIHE-LIH 

E«LIftdFF:G0T0 UR 

438 POKE |UFFEI#LIRf: F H:PO*E RUFFtfl+LIH 
E+i|m:PflKE HUFFER+LIHE+2,3 
448 flYTt5=LI«E+3 

458 OLD -PEE K CBOfFER ♦ 12 J - 2 42+ PEEK t BUFFE 
PUJIW56 

488 LET «EMittLD*2*2-lOL&-iYTESJ 

47ft MI=I«T«E**/25tJ iLO-ifM-HI«2S6;POKE 

BUFFER 4 11 j LO ; MICE BUFFER* II f KI 
48B LET M F W K f M 3 1 HI= I N T tREti/15 8 1 : L R=H 
£W-HI«S& 

4*8 POKE WFfERtlt,LD;POrE BUff ER+11+ R 
I 

447 REM 
4** REM 

588 IF TYPES= 4, T*PE" TttEH 55* 
51* MITE 1 

52* ? :? :f "HEH MSC FILEHRHE 01 i 

538 POSITION 2I,16:£0SUI 1881 

148 FILE$- M D i" : FILES 13) -Iif 

558 t !? I? "PREPARE PESTIK "f TYPES ; 

568 ? 11 I PRESS liailtL! "j 

57* COS US 2800 :? ■ " 

597 OEM 

5?8 REM f l-lti«U!RMM 

5*1 REM 

88* POKE 7i4,l?TMP SBOOtOPEN ttt .ft.J7tt 
r FILES : TRAP 44444 

lit 1 CNRS (281 ;CHRS (±5*1 ; "MRITIRG REM 

»; TYPES;" FILE" 



62* M=USH(A8RII0CB1S) , BUFFER, BYTES! :CL 
OSE Hi 
117 REM 

6« REM BTiHiTBTreiEM 

69? REM 

788 ? CHR5C2BJ ; CHRf (156) i "RECOVERY MM 

PLEIE" 

71* ? :? :? "PRESS lillUJQn TO C8HI1HUE 

,4 J 

728 COSUB 2«8«;RUR 

Sf7 REM 

ttl REM 

1**8 WS="" ! CRT-i : COL-PEER tOSlii RO*=l> 
EEKC84) 

1*18 POSITIW CRTttOL,ROM;€OSM t*88 
1*28 IF KEY-155 THEN ? " " ! RETUflM : REM 
Rrcurn Key 
1838 IF KEY=12I THE* IRSUREH *tl#t# 
1*48 IF CUT-IS THEM 1 CURS (251 J T*OTB 1 
8 10: REM Too kmv characters 
1850 ? CMRS «7) ; CNRS (REV > ! : IRS f G RT , CRT 
) =GI1R5 (KEY) iCHT-CHT+1 ICOTO 101* 
i*«| CNT=CMT-1;IF CMT<1 THEH CRT=i:IHS 

= ? CHRS(2S3)ltOTO 1018 

1070 INS=IRS(l J C«T) Elf CRK12 TNER t " 

--:60T0 1*10 

liiO ? M 11 : GOTO 1*1* 

1957 REM 

1S98 REM IfJini^H^MTlJriRI^UlU^ 

im REM 

2800 POKE 764 , 255 ! FOR 0=* TO IS:T 
CHHS C3B>; 

1*18 KEY=PEEK(7i4J!lF KEY<>2SB IME1 20 
48 

282* iEKT OJFOB 10 if 
2*38 *E¥ PEEK (764): IF «EY=ES5 THEM ? 11 
? H ;CHR$C38) j :KEHT OifiOTO 288* 
" 2B4* IF OOi* THEM POP ■ REM PropirLf t 
«rnifiat« tkf F»r-Htxt Ittf cm ibnormi 
tilt 

2850 IF KEY-154 OR KEY=68 OR KEY=IB8 D 

R KEYS39 THEN 2 8**: REM Control-!, CipS 

f ControlKaps, Inverse ***** 

2*60 6ET tm , KE¥ : RETIIRM 

4SS7 REM ^ 

4*9t REM 

588* PRIMT CHR*(2»lrCHRf(lS8>;CHH5tl53 



)? 



5*1* 7 "CAMMOT OPEM FILE - E 
o oh "; 

5*2* CLOSE HliMSHB 2**0 
5018 IF MRITE THEM GOT* 5** 
5040 RUH 



1 ftEN Program II 

I REM By NICK RAMBLE 

3 REM (CD ATARI USER 

4 REM Creat* line Ml in program 1 

5 REM and LIST it tD disc or tape 

6 REN INITIALISE THE CODE 

m GRAPHICS' 0:? :? 'PROCESSING": ? 

111 DIM TTPEit4),FILEl(13)/I0CBlt(45) 

12B nfPES^TAPE'rFILESs'C:' 

130 FOR 8=79< TO 83fl STEP 3 

1U IF {HR*(PEEK{a»=T THEN TYPES="D 

ISC':FlLES='D:LINEiae.LS' 

150 sext a 

160 FOR 9-1 TO 45 
1?0 READ DATA 

m 10CBK(M) = CHfil(l>ATAJ 
190 NEXT Q 
1?7 R.EH 

m REN WAIT FOR USER INPUT 
m REM 

m ? 'PREPARE A ";TTPES 

m ? 'PRESS RETURN KEY TO WRITE LINE 

1 80 

12% POKE 764,255 

IU IF PE1KU64)=255 THEN 23fl 

297 REM 

293 REM HBITI FILE 
?99 fi EM 

300 CLOSE #1 :POK£ 76M 

■910 OPEN *1, SJ, FILES 

320 PRINT *1;'180 10CB1 »='; CH HS 1 34 > ; 1 0 

CB1S;CHR*{34) 

330 CLOSE *\ 

340 ? :7 "ACTION COMPLETE' 
2997 REM 

2m REM MACHINE-CODE 
2999 REM 

H00 DATA 162,16,104,189,74,3,201,4 
S0tfl DATA 20S,4, 169,7,208,^169, 11 
30?0 DATA 157,66,3,104,157,69,3,104 
3030 DATA 157,68,3,104,157,73,3,104 
3040 DATA 1 5 7 , 72, 3, J2, BA, 22*, 132,21? 
3050 DATA 169,0,133,213,96 




L ENE CHSUM LINE CflSUM LINE CHSUM LINE CHSLM LINE CHSUM LINE CHSUM 



CAJ (U) 
CAK (1) 
CAL IV) 
CAM (41 



5 CAN (U) 

6 CAP (7) 
100 OUW i2) 
110 Q9E (2) 
120 5 ftP m 
130 ItXU (V) 
140 58 C tS) 
150 RV9 U) 
160 TJR (V) 
170 JQ7 (F) 
1fi0 LiK tA) 
190 9VG (X) 
197 EES <N) 
19fi EGS (y) 



199 EJS (N> 

200 1JC tTJ 
210 9iF (F) 
220 SF5 < H > 
230 WF6 tX) 
240 ^M C5) 
250 USR -IQ) 
260 VKK (6) 
27fl UFO tX) 
280 QIC (W) 
290 96T (R) 

297 tET (H) 

298 EGT (Ui 

299 EJT (H) 

300 6M5 (31 
310 D1 H (PJ 
320 m m 
330 K8W (T) 



340 Kit tC) 

350 S'ii3 tH) 

360 RUJP (61 

370 HJU <3J 



H26 



CP) 

(2) 



3 

390 
397 EE J (CI 
39* EfiU M} 

399 EJU tO 

400 SDV 
410 103 



420 QL6 
430 2H8 
440 VH1 
4^0 S5N 
460 UZ 
470 HNH 
m 2K3 



(HI 
(El 
(0) 
(H) 
fNJ 
(S) 
(M) 
(X) 

(V) 



490 77T (E) 
497 EEV (31 
49B EGV EFi 

499 EJV f3) 

500 PTfi (V) 
M0 (4) 
520 RUT 
530 RU4 
540 P67 
550 SE5 (J) 
560 Cta ("i 

KPU t3) 
EE W (Dl 

598 E6U (0) 

599 EJy ED)' 

600 4ES (J) 
610 50K CS) 
620 JTfG (F) 



570 
597 



(P) 
(H) 
(111 



697 EEX (2) 

698 EGX (E) 
' 699 EJX (21 

700 HF5 (Ll 
710 K9T (V) 
720 2JR (T) 

997 EFI (V) 

998 EH1 (VI 

999 EK1 
1000 M9S 
1010 BY7 £15 
'020 hit (Fl 
1030 WAD 
1040 TDC 
1050 649 (R) 
1060 LH3 (01 
1070 692 (S) 
mi 37A C R > 



(U) 



0) 
7) 



1997 EUH (R) 
199B EVN C5> 

1999 EWN CR) 

2000 CD? (El 
2010 9W0 (E) 
2020 75T (ft! 
2030 22T (f) 
^040 LUX (91 
2050 SQ4 (61 
2060 43H (El 
4997 EUR {*) 
499S EVR (D) 

4999 EUR CB) 

5000 lit (O 
5010 VGV (Fl 
5020 AUU EE) 
5030 RT2 El) 
5040 DFN EX) 
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Utility! — 



Make every 
word count... 



LEN GOLDING gives you a superb 
utility to cut out the chore of totting 
up all your word processor files 



COUNTING words in an article or 
short story is about as stimulating as 
counting sheep, and has been known 
to produce similar results. Unfor- 
tunately, most editors insist on at 
least an approximate word count and 
if you're paid by the word, you'll have 
a healthy interest in the figure 
yourself- 

Most of the latest generation word 
processors contain a rudimentary 
word count facilty, but many of the 
earlier ones, including Atariwriter - do 
not- 
More over, if you're setting type or 
planning page layouts without the aid 
of a desktop publishing system, you'll 
often need some indication of word 
lengths and total number of charac- 
ters to be printed. In these circum- 
stances a simple total words figure- 
isn't much use. 

This program is designed to take the 
drudgery out of word counting and to 



give you facilities which are not avail- 
able in most commercial word 
processors. 

It analyses the te*t to show how fre- 
quently words of a particular length 
occur and gives a total letter count, as 
well as the total number of words you 
have used. 

Although it was designed particu- 
larly for Atariwriter, it can also analyse 
any text file saved in Ascii format, so it 
will work with most word processors 
such as Mini Office II. 

Also, text sent down telephone lines 
via a modem or other communi- 
cations device is usually transmitted 
in Ascii format, so you can use this 
program to analyse the received data- 
It's extremely easy to use. You 
simply Run the program r enter the 
name of the file you want to check, 
insert the disc containing that file, 
press Return and stand back. 
The chosen file is OPE Ned by Basic. 



a USR statement then calls the 
machine code routine which handles 
all the analysis at about one thousand 
words per second. 

This routine starts by loading the 
entire file into memory, at an address 
just above the Basic program. If any 
fault occurs during this process you 
will hear a beep from the TV speaker 
and the routine will hand control 
straight back to Basic, 

If alt is well, the routine will begin to 
read the text - if an error occurs the 
routine will simply prompt you to re- 
enter the filename again. 

It skips over any initial formatting 
commands, end-of-line characters and 
blank spaces until it finds the start of 
the text itself. This is defined as the 
first character whose Ascii code is 
above 64 — it is usually an upper-case 
letter. 

It then works its way through the 
text, incrementing the counter when- 
ever it reaches the end of a word, 
Three things can mark a word end — a 
space, carriage return (Ascii 155) or an 
embedded printer code. None of these 
are counted as part of the word. If 
several end-of-word characters occur 
together - such as a string of spaces 
or carriage returns - only the one 
immediately following a word will 
trigger the counter, the rest will be 
ignored. 

When it reaches the end-of-file, the 
routine hands control back to Basic 
which then closes the I/O channel, per- 
forms various calculations and prints 
the results on screen. 

There are a few pornts worth noting 

Turn to Page IS * 



10 REM TEXT ANALYSER TOR ATARIWRITER 0 
R ASCII-FORMAT TEXT FILES* 

11 REN Or LEN GOLDING 

12 REP* (eJ ATARI USER 

20 DIN AS(27),ei£U>,CS<1?),Dl(1):)(sB: 
RESTORE 258 

30 FOB K=0 TO ?16:READ D: POKE 1536H,D 
.NEXT H 

41 GRAPHICS B:5URT=PEEK(HO*256+PEEK 

(HS) 

5ft CLOSE #1:? CHMM25):? :t 'Hut Of 

fUe to be checked? 1 

6ft INPUT CJ:BJ^Dr:BiUENfet)f1)=Ci 

7ft TRAP 240:OPEN #1,4,0,Bl:K=USR( 1536, 

START) 

Aft LTI*C0UI*T=P£EK(1766H256»PEEM1767) 
90 mc0UNT=PEEK(17M)*256*PEEK<1791) 
0ft CHRCQLfNT=LTRCOUNMWRDC0LfNT-1 
1ft POKE a2,6:? CHRK 125) FILE NAME: 

20 FOR X*1 TO 11 

SI !IIS*P€EK<17M*X*2)42$4tPEEKl1?tf* 
*?) 

40 ? K;*-tftter words'/ 5 WRDS 
50 NEXT X 

60 POSITION 6,12:? "Over 10 letters 

'•7 



170 ? il 'TOTAL 



UNT 

180 ? :? 'BLOCK CHARACTER COUNT = ';CH 
RCOUNT 

19ft ? :? 'TOTAL WORD COUNT = WRDCOUN 
T 

20ft POKE 82,2 

21ft ? :? :? Hint to check another fiL 
« (Y/N)'; 

22A INPUT DS:1F D$=T THEN GOTO 5ft 
23ft END 

240 ? ;? 'File not fojrid";60TO 50 
250 DATA 162,16,169,7,141,42,5,104,104 
,141, 65, 5,1 33,204,104, 141 , 84,3,133, 203 
260 DATA 169,255,141,48,3, 111,69,3, 32, 
86,228,16,14,192,136,240,10,140,251,6 
270 DATA 169,158,141,252,2,288,91,162, 
25,169,9,157,230,6,202,16,258,133,206, 
133 

280 DATA 285,168,177,203,201,155,240,4 
,201,65,176,7,32,194,6,176,61,144,239, 
177 

290 DATA 2ft3,201 ,155,208,11,52,H2,o,3 
2, 194,6, 144,242,76, 138,6,201, 32, 240,24 
1 

im DATA 176, 26, 201, 27, 20S,S, 32, 142, 6, 
32, 194, 6,176,24, 32, H2, 6, 32, 194,6 
310 DATA 176, 16, 177, 203,201 , 65,144,245 
,166,285,208,2,230,205,230,206,288,206 



,32,142 

32ft DATA 6,96,165,286,240,47,201,11,14 
4, 2, 169, 11, 10, 17ft, 254,230,6,208,3, 254 
33ft DATA 231,6,173, 230,6,24,10V06,K 
1 ,238, 6, 173, 231 ,6,105,8-, 141,231 ,6, 236 
34ft DATA 254,6, 206,3,235,255, 6, 169,0,1 
33,205,133,206,96,206,86,3,208,8,173 
358 DATA 89,3,240,11,206,49,3,230,203, 
20S,2, 230,204, 24, 96,56,96 



_ 



18 CP1 


m 


120 


-ci 


(U) 


250 


TFA 


(63 


11 CT1 


(0) 


130 


DCO 


(ID 


ltd 


«TA 


(6) 


12 CXI 


U) 


148 


S2P 


(3) 


m 


VC4 


(E) 


20 LEL 


(I) 


150 


HT1 


(C) 


m 


VFE 


(E3 


30 VftV 


■:n 


160 




m 


290 


TiU 


it) 


48 P,F2 


(23 


170 


H6L 


(1) 


300 


SKj 


(P) 


50 L7K 


CR] 


180 


NICD 


[9) 


510 


6CU 


(CJ 


60 44A 


(I) 


190 


fJF 


(W) 


320 


pyA 


or: 


78 GDH 


17) 


RbO 


(J) 


S30 m 


(A) 


68 793 


m 


218 


SDF 


(J) 


34ft 


Qtt 


(9: 


90 7GH 


«:a) 


220 ULT 


(E) 


358 


25W 


(E) 


100 bll 




230 


DF? 


(S) 








110 PK2 


(f) 


240 


2C7 


(V 
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M From Page 17 

about the program's operation, It 
starts counting from the first character 
whose Ascii code is over 64, This 
means that if, for any reason, your text 
starts with a character lower down in 
the Ascii table, that character will be 
ignored. 

The routine will skip over em bedded 
printer commands, no matter how 
long or short and whether or not they 
are separated by spaces from the 
surrounding text. However, if one 
occurs in the middle of a word it will 
effectively split that word into two and 
count them separately. 

This could happen if you need to 
change character sets - say to 
produce an accented e in the middle of 
a word - but you can avoid this prob- 
lem by inserting your printer codes 
just before and after the word. Subs- 
cript or superscript characters will 
always be counted separately from 
the word they are tagged on to. 

Once the routine has started count- 
ing,, numbers a nd inverse characters - 
other than those used in embedded 
printer codes - will be treated as 
normal text. Symbols also qualify and 



are all counted as three- letter words 
as in: 



C&A 10% $15 *X # (frflB 



Punctuation marks are treated as 
letters. In the sentence: 



Try it - it's easy! 



the isolated hyphen will count as a 
one-letter word, and easy! counts as 
five letters. On the other hand: 



Manic-dep ress ive 



counts as a single 16-letter word. 

Headers and footers are handled 
differently depending on the text file 
format- With AtariWriter files, any 
words contained in headers or footers 
are counted only once. In Ascii format, 
they are counted again for every page 
on which they occur. 

With long text files the word lengths 
will average out, so a total word count 
will give a fairly good indication of 
how many pages the printed text will 
take up. But with very short pieces - a 
character count is likely to prove more 
useful. This program gives the total 



letter count, ignoring spaces between 
words, and a block character count 
which includes the spaces but 
assumes that the text is all one par- 
agraph. 

This is no more than a rough guide 
to actual type-setting space, since 
allowance must obviously be made 
for the start and end of paragraphs, 
different space widths if your text is 
right-justified and different character 
widths if you're working with a 
proportional system. However, it does 
give a better approximation than a 
word count afone. 

The text analysis can also give you a 
very rough indication of the reading 
level required for the piece. A story or 
article with few words above five let- 
ters is likely to suit non-fluent readers. 

Popular articles and fiction will nor- 
mally be biased heavily towards 
words of eight letters or less. If you 
have a high preponderance of 10-plus 
words - like preponderance — the text 
will be difficult to read and even worse 
to understand. 

You might get away with it in a 
technical or professional journal but 
there's no way you'll sell it to an editor 
of a popular magazine. 



eicvw^- Power to 
your fingertips! 



Atari have 
developed an 
exciting range of 
credit card size 
calculators and 
databanks - and 
we've negotiated 
two exclusive 
offers for readers 
of Atari User. 



The GC91R ExecuCard is a five-function 
calculator with an eight'character 
display showing a comma after every 
three digits.. It's solar- powered only 
1,8mm thick and comes with a 
protective wallet. 



The D&2100H Deta Ban* stores 150 sets of data, 
each with seven alpha numeric characters and 
12 numfaefs- There's a fast search facility, « 
secret mode protected by a user-defined password 
and an eight-digit calculator- Battery included- 







Product 


RRP 


Special 
reader offer 


YOU 
SAVE 


Offer with 
subscription 


Atari ExecuCard 


£5 99 


£4.99 


£1 


FREE 


Atari Data Bank 


£19.99 


£16.99 


£3 


£12 99 




Turn to page 53 to take advantage of this superb offer 
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Adventuring 



LOTS of letters to catch up with on 
account of the fact that I've been holi- 
daying at the South Pole for the last 
four weeks. I just love getting a nice 
ice tan [pure white \ - it doesn't half 
put the wind up Ores when they see 
my deathly pale mug looming 
towards them out of the mist. 

I met a couple of explorers while I 
was there - you should have seen 
their faces when they saw my flag - 
two brass lamps rampant on a field of 
oil - fluttering from the top of my 
luxury, fur-lined igloo. 

They were even more aghast when 
they heard: ' Who's a pretty boy, 
then?" emanating from the beak of a 
rather fat penguin that I had befrien- 
ded and taught to speak. Laugh - I 
thought Td burst in a puff of purple 
smoke! 

So without more ado, let's catch up 
on the backlog of mail and deal with 
your latest raves, requests and 
responses. Special mention first of 
two heroes, M. Rew and M. Kenny 
from Enfield. These two adventurers 
have supplied me with much detailed 
and helpful information on Alternate 
Reality l The Dungeon. Well done, 
dynamic duo - you are hereby 
Rou foe's most admired personalities 
of the month. 

Grateful thanks also to Douglas 
Sharpe of Burgess Hill for his tips on 
Leather Goddesses of Phobos r and all 
other readers who have kindly taken 
the trouble to write in with tips for a 
variety of adventures. Space prevents 
my thanking you all individually and 
from publishing every tip received - 
but keep up the good work. 

An old Scott Adams adventure, 
Pyramid of Doom, is causing Jeff 
Henson of Leicester a little difficulty. 
He keeps getting torn to bits by the 
iron statue of the Pharoah in the 
throne room, and eaten alive by the 



PATRICK NttMEUER's 
IS FAVOURITES 



Adventures'. 

1 Hitch Hiker s 
Enchanter 
Dallas Quest 
Deadline 

Jewels of Darkness 
The Pawn 
Zork I 
8 Silicon Dreams 

Mordon's Quest 
10 The Incredible Hum 

Role-plaY' n Q 9 anics: 

1 Alternate Reality I 1 

2 Ultima IV 

I Temple of Apthri tntoflV 
4 Ultima III 

Return of Heracles 



Help 

only a 

letter 
away 

itouloc 



purple worm in the porta 
What a life! 

A more modern 
adventure is also 
giving Jeff some grief 
- he wishes to know how 
to deal with the evil presence in 
the translucent rooms in Infocom's 
superb Enchanter. The answers to 
these problems are at hand, 
Patrick Niemeijer from Holland has 
furnished his list of cherished adven- 
tures and role playing games. See 
how your own favourites match 
against it, 

Patrick explains that adventures 
such as Stationfall and Guild of 
Thieves are missing from his list 
because they are very difficult to 
obtain in Holland. 

Mark Powell of 21 Hiflvfield, Bell 
Lane, Lewes, East Sussex BN7 1LA 
kindly offers Atari User readers help 
with any of the following adventures: 
Hollywood Hijinx, HHGG, Price of 
Magrk, Red Moon, Lords of Time, 
Golden Baton, Mystery Funhouse, 
Pyramid of Doom and Voodoo Castle 
Don't forget an SAE when you write. 

Mark reckons the Eden Transport 
System {ETS) in Worm In Paradise to 
be mind-boggling. Even after studying 
the hfnt sheet, he is none the wiser. He 
thinks it a shame that the ETS is so 
unnecessarily complex, as the game 
itself is brilliant, Is there a simple way 
to go where you want, he asks, Can 
any of our readers help him? 

The opaque cases in Guild of 
Thieves are proving obstacles to 




Calvin Leighton from Sherwood. For 
Calvin and other stumped would-be 
Guild members, see this month's tips. 

Michael Snow of Bracknell is wres- 
tling with Quest for Eternity but 
doesn't know how to ffx the spaceship 
- can anyone help? I suspect that this 
is Michael's first adventure, if so, I 
suggest you try something a little 
more friendly, Michael, like Lords of 
Time or Dungeon Adventure. Quest 
for Eternity is rather hard and 
inflexible and I would not recommend 
it to a beginner. 

The same goes for Alex Yeo of 
Bude. He r s playing Cloak of Death, 
another tough and old fashioned 
breed of adventure. Alex is trying to 
get into the haunted bedroom, but 
without success. Does anyone know 
how? 

He has some help for Sam Ing ram of 
Wolverton - Atari User, April - with 
Quest for Eternity: To get the com- 
puters to work, type ENTER ASP on 
the terminal. Thanks for that, Alex, 
perhaps you can now help Michael 
Snow with his problem. 

Ron Rainbird from Holmes Chapel, 
Cheshire, isn't terribly impressed with 
the ending to The Pawn, Up until the 

Turn to Pag* 20 > 
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Adventuring 



M From 



f9 




business with the blue key he was 
enjoying the game, but when he found 
among other things that you could 
only use the key once and that there 
were too many red herrings, he 
mentally placed it on his "forget it" 
list. "What was the object of the whole 
game"? Ron asks. Good question. 

I'm apt to agree -The Pawn doesn't 
really hang together as a cohesive 
story, and the puzzles are a bit arbi- 
trary. But the good news for Ron is 
that Guild of Thieves, The Pawn s 
successor follows a far more logical 
line and is altogether a much r more 
satisfying adventure, 

Incidentally, Ron has already made 
it to the final dungeon in SSI's 
Wizard's Crown but is unable to solve 
the maze on the second level. Any 
suggestions? 

Pressure on space means my prom- 
ised tips on Ultima will, I'm afraid, 
have to wait a while - rotten old 
Rouloc seems to love teaching his 
readers that patience is a virtue for 
adventurers! 

That's all for this month. Exciting 
adventuringf 



Enchanter 



• Need help in the translucent 
rooms? 

Use the pencil and eraser to trap 
the evil presence. There is more 
than one solution but the following 
will work: Start at room M- Connect 
P and F. Connect M and P. Erase M 
and V. Erase P and F. Now go to 
room P and collect the powerful 
scroll. 

• Winding stair going on forever? 

It's an illusion. Dispel it with the 
Kulcad spell but watch your step! 



Pyramid of Doom 



• iron Statue tearing you to pieces? 

In the throne room, throw rope, go 
rope, then throw ruby. 

• Purple worm a pain? 

Don't hang around too long - 
purple worms are dangerous! 
Make sure you search the dead 



explorer and the pile of rubbish in 
the prison cell- 



Guild of Thieves 



m Want to open the opaque case? 

Roll a five on all the dice. Didn't you 
notice that the pattern of rooms 
resembles the five spot side on a 
die? Shades of Tarzan and the frog 
answer in Mordon's Quest! Put the 
dice in the respective coloured slots 
and the case will open. 



Leather Goddesses of Photos 



# Require the headlight? 

In the bedroom in Cleveland, cut up 
the sheet, tie the pieces together, 
tie the resulting rope to the bed, 
throw it - the rope - out of the 
window and get Tiffany/Trent to 
climb down it. 

• Angling for 82 degrees? 

Put the un-tangling cream in the T- 
remover and see what you get. Use 
the product on the special angle. 








US GOLD 

Gunilmgar - 

Eternal Dagger 

Aee pi Aeai . . B 95 

Rebel Charge , 

Bank* Cruw 

221B Ba*er Sw«1 

Broadsides 

USAAF 

ComtfuWr Ambush 

Warship 

Carrier Fores 

Colonial Conquatl 

W«ards Crwm 

Stnto at Antietern 

KamFgruppa 

Prcntshep 

Graphic! &*C I 

Graphic* Dae II 

Bw + Oopione * Caverns- . & 00 

Summer Garnet ._, 

Leaderijoerd 7M 

Super Hue? 6 9-5 

VtMwn 

Gpymlet 6.95 

Alternate Re*** II 

Phamasie — - 

Gettysburg „. 

Panrtr Grenadier 

War Game Construceon Sel 

Mtch Brigade- 

ISd'Jerboard Twrrwwti: <99 

Gsunjfct Oaeper Dungeon J 99 

War m Russia 

ENGLISH SOFTWARE C***- 

Smash Hrta Vol. 5 6 99 

Smash Wis Vol 6 6 99 

Smash Hies Vol. 7 9.99 

CODE HASTbrtS CMS 

Grand Pni SurtLHator 1.99 

EMX Simulation , 1-99 

Red Max , 1-99 

Transmitter 1 S9 



MILES BETTER SOFTWARE 



OlH 

12 95 
16 65 
1? 95 
22 95 



11.95 

21 95 
25 95 
2-5 95 
25.95 
259S 
2295 
1«95 
?5 99 
25 99 
35 DO 
1700 
ITOO 

10.94 
11.95 
11 95 
11 95 
11 95 
15.95 
15.95 
259S 

22 95 
16.95 
25 95 

6 99 
5 99 
2595 

Dlac 

S-.H 
9 95 
9 95 



221 Cannock Road, Chadamoor, Cannock, 
- Staffs WStl 2DD. Tel: (0543) 466577/8 




DOM ARK 

living Daylights 

Trivial Purauil 

ELECTRIC DREAMS 

Spi**dizEtf ,„...„„„ 

DIGITAL HTEGRATIOH 



Pat* . 



Tomahawk 
NOVAGEH 

Mercenary .......... 

Second C ■ l> 

Mtwmf Conip 
OATAHTTE 

Spy VSW II 

Ailec 

Soy V Say III , 

Spy V Spy I 

Boulder Dash CwitlruO)^ 
1UAGIN&OGEAN 
ArhanowJ 



tea* 

6.85 

is 95 
Caea, 

e.*s 

Cata. 

$.95 

9.9$ 

Ceaa. 

7.95 

5.35 

12.95 

Caaa. 

7 50 

7.96 

a 95 

5.95 

KII...5.95 
Can,. 
7.95 



5tti.cn Fan 

HiicW*fc*r* Gut* lo a>a Galaxy 



Ohae 

1S.95 
16.95 

Due- 
12.95 

D>ir 
10.95 
12 95 

□ lie 
10.95 

9.95 
14.95 

Dlao 

1 1 50 

12.95 
12.95 

12 95 
12.95 

Dlee 
1 1 95 

Dlac 
ZtM 
22 95 



BUDGET TITLES 

Cm 

Mata Blarta 1 99 

Tgrngm 1.99 

American Roadrart 1 99 

Soccer 1 99 

Colony 1 99 

War Hawk 1.99 

Foots* Mantger 2.99 

Masler Chess 1.M 

Micro RhyaMn 1.M 

Racklurd 299 

Speed Ac# 2.99 

On Cub 2.99 

Bum Ml 

180 299 

AmaurOW 2.99 

UreVersal Hero 1.99 

Kick Sum 1.99 

Last Vft 2 99 

Hinn .2 99 

SWAT 1 99 



Molecule Man.. 
Crystal Raider*, 
Gun Li* 



Pro Ooi 

Zybex „ 

Spooky CwCto 

League ChaWsnge 

Revenue 



FAlNBlRfrflREBIRD 

Jinxster , 

Kmgiht Ore 

Oruid 

jewels at Du.il jim . 
Guild of Thieve* .... 

Silicon Dream 

Una Pawn „„r,,-— 

fiHFWUN GRAPHICS 
Basil fre Mo*«a Detective 

Trail fllaior 

FoottHieF 01 ** Veer 

SYSTEM 1 

i".i»im;iuonal Karate . . ■ 
SEGA 

ZaiiKDn * Pooywi - 

TYNESOFT 

ELWTSpaan Soccer 

Winter C*frfl<Md M 

Rally Speedway ROM only 

Minut Fore* - 

DATABASE 

Mini Offlc* II 

HICROPROSE 

Silent Servio* 

F-15 Slr*e Eaglfr 

Solo Fbflht II 

CurrfiCt i Vietnam 
CDS. SOFTWARE 

Brian dough's FcolbaJI 

Slave Davis SmrtMr 

Coitus Criass IV 



..1.99 
1 99 
.1.99 
.1.99 

1 99 
199 

2 99 
..2.99 

1 SB 
1 99 
... 1.99 
...299 
1 93 

ClH 

IlJt 

. 6.95 
. 12.95 



129S 



Cata. 

...a.93 

7 95 
9 95 
Caa*. 

5.50 

Catt. 

995 
Caaa. 
. .. 5.95 
4 9.5 



... $ 95 
Cm. 

Caaa. 

fl95 
....5 95 
. .S 95 
.12 95 
Caem. 
. 12 95 

1 99 



□tit 

16.95 
11 95 
12.95 
15.95 
1«.95 
12.95 
16 9S 
DIM 
•■2 

11 95 

12 95 
Dlac 

19 95 
Due 
9.95 
Dlac 

12 95 
12.95 

$95 
B.95 
Dlac 
1$ 50 
Dlac 
1095 
10 B5 
10 95 
16 95 
Dlac 
is gs 
A 99 

13 95 



OPIGIN 



Ogre 

Ultima ll - 

Ultima IV 

ATARI SOFTWARE 



RED HAT SOFTWARE 
LrTto D*vat 



Caaa 



Gait. 

6 95 

... 5.95 

Compiabon 1 6.95 

Compilahon 2 6.95 

ftB tro Drc4d 6 95 

Space Lobetef 6.95 

Sprortgi „..,.„ — . $95 

Cnanbles Cnsis .. 6.95 

Screaming Wings $.96 

SU8LQG4C 

Scenery Disc 7 

Fhgfit SmulaCor II 

San Fr*nci*CQ 



Dlac 

IT.M 
ft .95 
10JI 

HJB 
Disc 
1295 
Disc 

MS 
a 95 
9 95 
695 
6S5 
695 
6.95 
5.95 
•JS 
Dlac 
16.95 

39.95 

21.95 

21.95 

HARDWARE 
Sega System 179.00 
N.Mendo Sy&iam £7*.00 
Perguaon CM905 Mb«WrrTV C2QS.00 
XC12 cas**nA unit tnduding Free Alan Aca« 

tun 

PHONE FOR LATEST 
ST PRICES 

For hill lal el ST 
Soltwaja aee our advert Ift 
the Alari ST Uw 



MILES BETTER SOFTWARE" 

aad ST sflrMwa i ha^aata 
prdm an than tS p4H>* ■*) 5flp pip 
Qahra **ksmi 

WHILE 

STOCKS 
LAST 
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Feature 



QWhat is the difference between a 
single and double sided disc, and 
can I use a single sided one as double 

sided? 

A AH manufacturers aim to produce 
double sided, double density discs 
and the discs are then tested to see 
which category they should be sold 
as* 

Obviously, double sided discs can 
be used as single sided, but often a 
single sided disc will work in a double 
sided drive. 

Business users who need reliability 
should use high quality double sided 
discs, but home users wilt probably 
have no problems using single sided 
discs in a double sided drive. 

A What is the difference between 
U single and double density and 
which should I get for for general use? 

A Again If ait discs were of the 
highest quality possible the 
density would be 96tpi - sometimes 
known as quad density. 

During certification they are given 
the appropriate labels and as with the 
single/double sided question, using 
the cheaper discs (in this case 48tpi) 
usually works on most drives. 



Q 



What does the term tpi that you 
keep using mean? 



A Tpi stands for tracks per inch and 
is the number of tracks that were 
put on and read from the disc as it was- 
made. 

The most common sort of disc is a 
double sided 48 tpi disc, usually 
known as a double sided double 
density disc. 

a Some discs are thicker than 
others, Do thick discs have any 
antage over thin ones? 

A There is an IBM standard that 
determines everything about the 
disc, including thickness. Volume 
production houses and some com- 
panies attempt to save money by 
using thinner PVC for the sleeve. 

This accounts for the variation, but if 
you buy a good, branded disc you 
should have no problems. 

Qls it OK to cut a notch and new 
timing hole on the other side of 
the disc and flip it over in a single 
sided drive? 

A Discs designed to be flipped over 
are now available and there is no 
harm in using these or normal discs 
with extra notches cut in the correct 
places. There are stories that it is bad 
for the disc to rotate backwards in its 



Discs from 
Qto A 

Peter Davidson asks the questions. 
Steve Evans, business development 
manager of Micro-stat, has the answers 



sleeve, but this is only true of discs with 
cheap sleeves. 

Qls there any advantage in having a 
disc that is welded all the way 
round rather than just sealed in spots? 

A Floppy discs are often bent 
slightly as they are put into the 
drive. So it could be said that the spot 
welded ones are better because they 
allow more flexibility, it all depends 
what point the advertiser wants to put 
over. 

Qls a hub ring necessary or is it just 
a gimmick that advertisers use to 
make us buy .their discs? 

A They are necessary on some 
makes of drive but not those usu- 
ally used on the Atari 8 bit However, if 
you regularly use discs with hub rings 
in your drive you may find that ones 
without wilt slip. 

QAre all discs made of the same 
material? 

A Most discs are made by sticking 
ferric oxide to the actual discs 
using a mylar base. High density discs 
for the IBM PC/AT and clones use 
cobalt and a slightly different mylar 
base giving them a "cobbled coating"". 

QWhat is the difference between 
soft and hard sectored discs, and 
can either type be used on my Atari 
computer? 

A Both types are completely differ- 
ent and not intercha n gable. All 
modern discs are soft sectored which 
means that the sectors are recognised 
by software rather than by physical 
attributes of the disc. 

A Occasionally I have had discs that 
\^ stick in their sleeves. What causes 
this and how do I avoid it? 

A High pressure round the edge of a 
disc can crimp the disc into the 



sleeve. Do not put too many discs into 
a box or subject them to pressure in 
any other form. 

Q What does formatting do to a 
disc? 

A Formatting "draws" the tracks 
and sectors on to the magnetic 
surface of the disc and also puts other 
information that the disc operating 
system needs on to it. 



QWhat does the term Clipping 
Level mean? 

At liken this to dropping a ball - it 
wiii only rise part of the way back 
to where it was dropped. 

When a disc is made a signal is put 
on to it and the level of this signal is 
100 per cent The level that can be 
read back is called the clipping level. 

On bulk discs {used by software 
houses for disc duplication) this level 
is usually around 40 per cent, while for 
a qood quality disc the figure is 50 per 
cent. 

Disc drives respond to levels of 20 
per cent and lower, so there is quite a 
large margin. 



QWhat advice would you give to 
someone purchasing a disc? 

A Business users need high 
reliability and should therefore 
buy discs that are certified for the use 
that they intend to put them to. 

Home users are more concerned 
about the price, and providing back- 
ups are kept, reliability is not so 
important. 

A reasonably priced single density 
disc will probably work even as an 80 
track double sided disc and even if you 
have to reject some, they will work out 
a lot cheaper than double sided, 
double density ones. 

The best way is to buy one of a par- 
ticular make and see how well it per- 
forms for your applications. 
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rArchon: The 
Light and 
■ the Park 
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You are about to enter the ultimate 
battle in the Universe -the struggle 
between the powers of light and 
darkness. The fate of the world 
rests in your hands. 

This is 3 futuristic version of 
chess fought over two battle- 
grounds - strategy and combat 
screens. The first is divided into 
squares like a chess board, with 
you and your opponent taking 
turns to move your pieces - legions 
of mythical and legendary crea- 
tures. 

The combat screen is an enlarge- 
ment of a strategy square occupied 
by one of your pieces and one of 
the enemy's. This is a one-on-one 
battle zone where opponents fight 
for their lives. 

The aim of each side is to control 
five power points or to annihilate 
the opposition. Pieces can move in 
one of three ways - on the ground, 
in the air or by teleporting. A useful 
tip is to remember that your crea- 
ture will fight better on a square of 
its own colour - however, some 
squares change colour throughout 
the game. 

You have control of 18 pieces in 
your regiment, each having its own 
characteristics and fighting skills. 
This leaves room for a lot of 
thought and timing to be employed 
during the game, To stand a chance 
of winning a conflict you will have 
to learn the individual abilities of 
each piece. 

Each side is controlled by a pow- 
erful magician - Wizard on one and 
Sorceress -on the other - represen- 
ting good and evil respec- 
tively. Each can cast spells to affect 
the game -teleport, heal shift time 
and many more. 

Arch on is ideal for players of 
strategy games who want just a 
little bit more for their money. Just 
try it and see. 





NEIL FAWCETT 
takes a look at 
Atari's re-release 
of some classic 
arcade games 



Rescue on 
Fractulus! 



The Earth forces are at war with the 
evil JaggSes who have seized con- 
trol of Fractulus, the most inhospi- 
table planet this side of the Kalamar 
system. Up in space the brave Eth- 
ercorp pilots have been holding 
their own, but down on the planet's 
surface things tire looking a little 
desperate. 

The Jaggies have built defensive 
gun emplacements all over the 
craggy mountain tops and canyons 
and kamikaze saucers constantly 
buzz the whole area. If this isn't bad 
enough the atmosphere Is pure 
cyanitric acid - and will burn 
through your spacesuit in minutes. 

However, there's always some 
good news. You have been given 
the newly modified Valkyrie Class 
Fighter equipped with a Dirac 
Mirror Shield, Etheric Navigation 
System - a computer-enhanced 
viewscreen which allows you to see 
through the acid atmosphere - and 
the AMB torpedo which will de- 
stroy a target if it hits anywhere 
near it 

This is the best sci-fi shoot-'env 




IN the January 1988 issue of Atari 
User I Looked back at some golden 
oldies from years gone by. At the time 
of the artiole the new Atari XE Games 
System was already on sale and 
there was a distinct possibility that 
some of these old favourites would 
re-emerge on to the software market. 

However, Atari had different views 
on this subject and has re-released on 
rom cartridge five classic games 
formerly available on disc and 



up crossed with a hint of flight 
simulator I have played - you can 
tell it's of Lucasfilm Game design 
by its all-round brilliance. 

It's got everything: Wonderful 
graphics, superb sound effects and 
even an alien nasty that hammers 
on your cockpit until it breaks and 
you burn to death. If you like a nice 
title screen on a game take a took at 
this one - it's stunning. 

The game starts with you in your 
fighter looking forward at the 
launch tube of the Mothership, 
which is positioned above the 
planet As you launch, the tunnel 
zooms towards you at high speed 
until you are ejected under com- 
puter control to descend through 
the yellow add atmosphere and 
into battle. 

Now the fun begins. Manual con- 
trol is returned to you and you must 
fly your V-wing fighter just like a 
real plane - forward on the joystick 
to descend and back to climb. Right 
and left bank you in the relevant 
direction. Pressing fire will launch 
one of your AMB torpedoes, of 
which you seem to have an ample 
supply. 

In addition to the joystick con- 
trols you must learn some key- 
board options. For those of you 
who have an XE Console without 
the keyboard you can use the func- 
tion keys. If you are using a com- 
puter like the 130XE you have a 
choice of these or the actual key- 
board. AH the controls and much 
more are explained in the excellent 
manual that you receive with the 
game. 

Fractulus is totally addictive and 
caters for the real games players 
among you. If you do get it have 
fun, but above all: Get those 
spacers off the planet - fast 




cassette. They are Blue Max, Rescue 
on Fractulus, Ball blazer, Archon and 
Fight Might. 

In an attempt to support the 8 bit 
market, Atari has priced the roms at 
£14-93 - I remember when a Star 
Raiders cartridge cost £30 - which is 
affordable by the average man in the 
street. 

The packaging for each is beauti- 
fully presented with full colour 
artwork and also included is an easy- 




° a 



to-read Game Manual detailing the 
scenario in full. 

A point to bear in mind is that it is 
very difficult to damage a rom car- 
tridge. Providing you don't plug it in 
while the computer is still switched 
on, you will have a very happy 
medium for program storage that will 
last for a very long time. 




This game helped to fill a gap that 
had for a long time been ignored - 
boxing simulations. Written by 
Accolade last year, it offers you the 
chance to create a boxer and then 
enter into competition with other 
fig hters. 

You have five different modes of 
play - construction, main event, 
sparring, training and tournament, 

You control your boxer using the 
joystick and have the choice of 
eight different moves - guard up or 
down, fake or throw a punch and 
more. 

In the construction mode you can 
create up to 24 boxers by selecting 
from a range of heads, bodies, feet 
and shorts - rather like Franken- 
stein did - with the exception of the 



shorts r that is* The game offers well 
animated graphics and adequate 
sound effects. 

It also has its amusing moments, 
especially when your opponent 
throws one of his special punches - 
which can be anything from 
spinning around to sock you one or 
bopping you one on the top of your 
head. 

Fight Night is an amusing and 
entertaining sports simulation that 
will give hours of fun. 




It is the year 3097 and you are 
about to become a contestant in the 
newest and fastest cult sports 
game in the Universe. This is your 
chance to become the ultimate 
champion. 

Strapped into your Rotofoil, a 
hovercraft like vehicle capable of 
speeds of up to 50 metres a second, 
you must gain control of the Plas- 
morb and shoot it through your 
opponent's goal. 

The game uses a split-screen 
similar to the one used in Speed 
Ace by Zeppelin which shows a 
simultaneous first-person perspec- 
tive for each player. Once the game 
gets going the sheer speed is 
awesome. 

There are three play modes: 
Regulation game, practice mode 
and spectator mode. A game lasts 
for three minutes and offers the 
ultimate in two player, head-to- 
head competition, 

A very original game that offers a 
challenge to both your nerve and 
speed of reactions. Yet another 
programming delight from Lucas- 
film Games. 



J 



Originally released by Broderbund 
software in 1983, the game is based 
around the flying exploits of Max 
Chatsworth, a World War I fighter 
ace. You control Max - using a joy- 
stick - in his fighter-bomber 
biplane as he seeks revenge for the 
annihilation of his squadron. 

Your mission is to shoot down 
aircraft, bomb ground installations 
and penetrate the enemy city. Once 
there you must bomb the three red 
or blue flashing targets and land on 
the next runway to complete the 
game. Don't worry if you miss a 
target - you can land and prepare 
for another assauit. 

The main play area scrolls dia- 
gonally from right to left. ThiSj 



coupled with the shadow of your 
aircraft, gives an illusion of depth to 
the screen. Enemy planes con- 
stantly buzz you and added to this 
hazard are anti-aircraft gun 
emplacements which fill the sky 
with a hail of flak - survival isn't 
very easy. 

Your biplane is very manoeuv- 
rable, allowing you to adjust your 
altitude at any time. This means 
you can shoot enemy aircraft at any 
level or reduce your height to 
between 21 and 25 feet for air-to- 
ground strafing runs. Be very 
careful when doing this — if you 
drop below 19 feet it s kaboom! 

Unlike most shoot- r em-up 
games, you only have one ^ife. 
However, your plane can survive 
hits by enemy fire or flak a number 
of times before it crashes, 

A status line at the bottom of the 




screen reports the plane's con- 
dition. For example, F indicates that 
you have a fuel leak and G means 
that your machine gun is damaged 
and will only fire intermittently. 

Blue Max is a fun game to play 
and is very addictive. I played it first 
time around and now it's available 
on rom I can .recommend it to 
everyone. 
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THE INDEPENDENT 

MicroLink User Group 

NEWSLETTER 

i : ! 



Through the 
Gateway 

Gateways are connections In 
other computers, MicroLink 
has a number of these. In 
British, European and 
American databases ► and 
rme which has come in for a 
hit of publicity recently is 
the USA-based Mnemalics 
Videotex service. 

This offers similar fea- 
tures to MicroLink, but as 
it's mostly used by American 
subscribers it is intriguingly 
different in style. 

But the number of Micro- 
Link subscribers using the 
gateway has made an 
impact. The UK S!G (Special 
interest Group) has passed a 
message on to MUG com- 
menting on this, and asking 
us for our ideas and reac- 
tions to the service. 

They also have online par- 
ties; a number rif subscribers 
get on line at the same time 
and use the Mnemalics 
CHAT facility to discuss 
anything that seems worth 
till king about. 

So if you've ever fostered 
a secret ambition to invade 
America, this might be just 
the way to do it. 



Linkup 



Most MicroLink members - 
even the active ones who 
regularly chat, mail and use 
the Bulletin Hoard (HH) - 



only know their fellow 
MicroL inkers as names and 
numbers. And most sub- 
scribers have questions and 
suggestions about the 
service, fudging frum the 
enthusiastic discussions on 
features and performance 
that pepper the BB. 

So how about meetings, 
where users can gel together 
in convivial surroundings 
and perhaps get to button- 
hole a MicroLink official 
specially imported for the 
occasion? That's the idea 
behind the Linkups. 

So far, volunteers have 
said they'll organise Linkups 
in Manchester, Birmingham 
and London. As everything 
is being sorted nul on the BB, 
dates, times and venues are 
extremely flexible; as things 
become more definite ihnv'll 
be published in Mugshin\ 
And if the Linkups are as 
successful as they should be T 
they could well turn into 
regular events. 

for the latest details on 
Linkups, mail MAG9581R or 
check on the board. 



Umbrella 
organisation 

Starting a small business is 
encouraged these days, but 
anyone going it alone for the 
first time soon discovers a 
huge range of problems - 
bureaucratic financial and 



Getting carried away 



...is one of the reasons the 
Cambridge Computer Z8B 
has been so popular, A 
number of MicroLink sub- 
scribers either have one or 
are interested in the beast. 
And in the tradition started 
by Brian Va I lot -Lewis' 
(VI AG11357) Archimedes 
User Group, a Z&& group has 
started up on Mi cm Link. 

This one's organised by 
Vance Hurl on. Everybody in 



the group keeps a list of all 
ihe olher members* and the 
Email system makes it easy 
fur anyone to send a request 
for help or a new discovery 
to everyone else. 

And if nobody in the 
group can solve a particular 
problem, then as soon as 
Cambridge Computer comes 
up with the answer it can be 
distributed itt everyone. 

The Archimedes group 



practical - which can sap 
the energy of even the 
keenest start-up* 

ExpertLink is a new 
service aimed al hnlh new 
and established businesses. 
Run along the lines of the 
bulletin board, it provides 
access to two teams of 
experts* one based at the 
University College of Swan- 
sea and the other based just 
ahuut everywhere. 

The first group consists of 
professors and Lecturers 
with qualifications in a wide 
range of subjects from law to 
ergonomics- The second has 
an even wider base of 
experience - the MicroLink 
subscribers themselves. 
Many of these run small 
land not so small) busi- 
nesses, and have solved the 
problems themselves. 

Subscribers can either 
post a question for public 
discussion nr send it for con- 
fidential consideration by 
the UCS team. And anyone 
ran volunteer answers, ur 
pass on a useful contact 
name, or even offer a service 
themselves. 



Quick! 



Your tortoise is on fire. What 
do you ilu'f This month has 
seen some more unusual 
bulletin board entries, some 
of which could conceivably 
solve your problem. 

Kur owners of incan- 
descent reptiles, either the 



has been doing great things 
since its inception. Dis- 
counts for members on a 
range uf commercial so It- 
ware have been arranged, 
and contact made with 
several suppliers. It must 
also be the only nationwide 
discussion forum which is 
entirely free from commer- 
cial considerations; the only 
people making the news are 
the users themselves. 



Tortoise Trust (MAG36331) 
which has been offering 
advice and leaflets on the 
care of the beasts or the Mer- 
sey side Fire Museum (MAG- 
100516)* which consists of 
keen fire engine enthusiasts, 
might sort things out. 

Other ideas currently 
under discussion on the 
board are chess games via 
Email, a poetry corner and 
genealogy wilh computers. 
Someone's even trying to sell 
their latest music album; 
while MicroLink has made 
nobody a rock star yet 
there's always Ihe first lime. 

More mundane matters 
managed to get sorted out, 
like how to send mail to New 
Zealand or how to download 
software to an IBM PC It 
just goes to show: all you 
have to do is ask. 

Shots in 
the dark 

This page of news has to be 
prepared weeks in advance 
of publication - an inherent 
problem with such archaic 
technology as ink and paper. 

Things change fast on 
MicroLink. So a weekly 
MicroLink User Group 
newsletter is published on 
the system itself. This can 
reflect what's happening 
faster, as well as dealing 
with individual problems, 
provoking discussions 
[hopefully !) and giving 
updates on new features. 

It's called Mugs hot. Writ- 
ten by Rupert Goodwins 
[MAG 9 5 81b") it's posted on 
the Bulletin Board |>BB) in 
the MUG category late cm 
Sunday evening each week. 

It's also sent via 
MicrnL ink/Telecom Gold 
electronic mail to a list of 
people who would rather giH 
a copy mailed to them than 
use the BB. This also means 
that Telecom Gold users 
who aren't Micro!. ink subs- 
cribers can see what they're 
missing. Again, contact 
MAG95B16 if you fall into 
Ihe latter calegory. 



L 



Suggestions of material for inclusion in the MUG Newsletter should be 
sent to Rupert Goodwins on MAG95816 
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Lodesagold 




Take care — it's easy to get entombed 



Product: Lode Runner 
Price; £19.99 {Cartridge} 
Supplier; Software Express, 

514-516 Alum Rock Road, 

Birmingham. 
TeS: 021-328 3585 



MANY years ago when I first 
got my Atari BQO and 810 
disc drive I bought a game 
from America called Lode 
Runner. At the time it was a 
disc -only game, and I used 
to make my tape deck- 
owning friends go green 
with envy every time I 
played it. 

For me it is one of Broder- 
bund's greatest games and 
now it has been released on 
rem cartridge everybody 
can play it. 

The storyline involves 
your exploits as a highly 
trained Galactic Commando 
charged with returning a 
vast hoard of gold stolen by 
the power-hungry leaders of 
the repressive Bungeling 
Empire. 

You have just discovered 
the enemy's secret subter- 
ranean catacombs and you 
must make your way into 



them and recover the gold. 
It is stored in several loca- 
tions ranging from the pock- 
ets of the guards who chase 
you to lying on the floor or 
buried in the walls. 

You will have to dig your 
way into the walls to get at it 
- but be careful, it s very 
easy to entomb yourself. 

You have been equipped 
with a laser drill pistol that 
allows you to dig holes in 
the floor in which to trap the 
guards. 

When they fall in they 
drop any gold they are car- 
rying, allowing you to 
collect it. But be very 
careful, If you fall down your 
own hole they'll get you or 
cover you with earth. 

Once you have collected 
all the gold from a particular 
level you will hear a short 
tune J and a ladder will 
appear leading to the top of 
the screen. Climb up it to the 
next level. 

The best part of the game 
is that you can create your 
own screens. This means 
the only restriction to the 
payability is your own 
imagination - the more you 



keep designing the longer 
the game goes on. If you 
want to keep your newly- 
created levels you must 
have a disc drive attached 
containing a blank, newly 
formatted disc. 

Even if you don't fancy 
designing your own screens 
the 150 levels which the 
game features will keep you 
occupied for a very long 
time. The packaging says 
there are only 75 but 
someone has miscounted. 

Your lode runner can be 
controlled by a joystick in 
port one or by the keyboard. 
I found the latter offers more 
control when you're in a 
tight situation. To change 
this option press Control +L 
at any time. 

When you start the game 
you are given five lives but if 
you press Control +F it will 
increment this number to a 
maximum of 255 which is 
more than enough. 

You can also alter the 
speed of the game by press- 
ing the cursor left or right 
keys. 

Control + A will sacrifice a 
life if you are trapped, Con- 



trol + D will toggle which 
direction your drill works 
when you press fire and 
Control+R will end a current 
game. If you press Con- 
trol + U it will advance you 
one game level. 

The handiest feature can 
be accessed at the main title 
screen by pressing Select. 
This will move you into the 
Play Level select option 
where you can move the 
joystick up or down to play 
any of the 1 50 screens. 

The graphics and sound 
effects are average and the 
game's strength lies in its 
payability. Never have I 
been as addicted to a game 
as I was with Lode Runner. 

Addictiveness, playability 
and the option to design 
your own screens make it a 
winner in my books, If you 
like a challenge buy Lode 
Runner, you won't be disap- 
pointed. 

Ray Sharp 



Sound 5 

Graphics 7 

Payability 10 

Value for money ., 9 

Overall...., 8 
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Tasteless trivia 



Product: Cops 'n ' Robbbers 

Prtce: £199 tape 

Supplier: Atlantis Software 

Limited, 28 Station Road, 

London SE25 SAG- 
Tel: 01-771 8642 



IN Cops 'n' Robbers from 
Atlantis vou play the part of 
the infamous jewel thtef Fin- 
gers Lonegan who is about 
to break into the Acme 
Diamond Company and 
steal all the uncut diamonds 
which are lying around. 

There is also an abundant 
supply in the mine, which is 
rumoured to be haunted by 
ghosts. 

Your problems start when 
you set off a burglar alarm 
which brings the police on 
to the scene and they are 



now combing the area look- 
ing for you. 

You have a .45 Magnum 
and a limited supply of 
bullets with which to shoot 
the police as you make your 
way through the buildings. 

Now shooting policemen 
is not my idea of a good 
thing to teach children to do. 
Aliens from a distant planet 
OK but not your neighbour- 
hood hobby. 

However back to the 
game. After you have collec- 
ted the diamonds you have 
to take them back to your 
getaway car. 

Your perspective of the 
game shows a plan view of 
the mine and buildings with 
a side view of your man 
which unfortunately makes 




the game look very childish. 

The graphics are pathetic 
and the sound effects 
dismal The game is play- 
able but not for long. 

It appears to have been 
thrown together quickly to 
get it on to the market. Sadly 
for the author and the com- 
pany involved, it's a dis- 
aster, 

Ray Sharp 



Ghosts and ghoulies 



Product: Spooky Castle 

Price: £1.99 tape 

Supplier: Atlantis Software 

Limited, 28 Station Road, 

London SE25 SAG. 
Tel :0 1-771 8642 



OVER the years the heroes 
of many games have had 
stupid names. But in Spooky 
Castle from Atlantis I feel 
they have gone too far. How 
do you fancy being called 
Gormless Gary? 

Now for the story. The 
beautiful Princess Clare has 
been abducted and 
imprisoned by demonic 
ghosts deep within a castle. 

Rather unwisely King 
Michael has offered her 
hand, and only her hand, in 
marriage to the person who 
finds and brings her back. 

The local village idiot - 
that's you - decides to 
undertake this hazardous 
mission. So you journey 
through the castle trying to 
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avoid rabid bats which drain 
your energy and the deadly 
ghosts. 

One thing not mentioned 
on the cassette inlay is that 
you can fall off the battle- 
ments if you get your jump 
wrong. There were times 
when 1 thought I had got it 
right but still died. A bug in 
the program? 

But don't worry too much, 
there is always something 
to help you. Potions and 
crosses which give you 
extra energy and lives are 
scattered around. 

The 17 rooms that you 
visit are locked and each 
contains the keys that witt 



allow you to leave them. 
You start with five lives - 
and you'll need every one- 
Even though this is a 
budget game I found myself 
wondering if it was reaHy 
worth the price. The 
graphics are below average 
and the sound effects are, to 
be honest boring. 

However the main prob- 
lem is that it is so difficult to 
play. Instead of getting 
steadily harder as the game 
progresses this one starts 
by being difficult and rapidly 
becomes impossible. 

I like a game that chal- 
lenges my gamesmanship, 
but I soon tired of this one. 
It is another platform 
game in the same mould as 
Ghost Chaser but not as 
good. The ridiculous timing 
often required annoyed me, 
and I'm sure there could 
have been a better title 
design than just a Graphics 
0 screen with writing on it, 
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Sound 2 

Graphics 2 

Payability ^ 

Value for money 0 

Overall — 2 




So, the ma sco cists among 
you may spend your £1 .99 
on it - but don't blame me if 
you end up in a padded cell 
through sheer frustration. 

Pete Wheeler 



Sound 5 

Graphics,,.— * 

Play ability 4 

Value for money. u « 2 

Overall . 4 
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Gem of an adventure 



Program: Jinxter 
Price: £19.95 

Supplier: Rainbird, 1st Floor, 
74 New Oxford Street, 
London WQlA IPS- 

Tel: 01-379 5683 



THIS is your lucky day, Just 
when you might have begun 
to think the supply of good 
Atari adventures had all but 
dried up, along comes 
Rainbird with a magnificent 
offering. 

Jinxter sets you loose in a 
puzzle-filled universe where 
your luck is all that stands 
between your success and 
failure. 

The nasty green mag- 
icians have snaffled a mag- 
ical charm bracelet,, dis- 
mantled it and scattered the 
lucky pieces around the 
country. Your job is to 
recover them and save 
civilisation. 

You'll have some help if 
you get into any fixes. A 
Guardian From Beyond The 
Realms Of Time is never far 
away but he's not at all what 
you might think. 

Imagine a morose Arthur 
Daley who has little else but 
cheese sandwiches on his 
mind, wears a herringbone 
overcoat, and uses such 
literary expressions as 
"wossname", "narmean" 
and "doodah" and you'll 
have some idea of this 
sullen but very funny 
character. 

As Jinxter has been writ- 
ten by Michael By water of 
Punch and the Magnetic 
Scroll's team - the latter 
responsible for the award 
winning Guild of Thieves 
and The Pawn - you might 
expect it to be imaginative 
and funny. And it is - very. 

The adventure comes on 
two discs and features full- 
screen size, attractive black 
and white graphics of 
several of the locations. 
These pictures can be 
scrolled up and down at will 
- they simply overlay the 
text - by use of the Start and 




Every Silver Lining Has A Cl 



Select keys. 

The game is expansive - 
far too big to be crammed 
into the Atari's memory all 
at once - and so makes fre- 
quent accesses to the disc. 
This naturally retards pro- 
gress somewhat, but you 
can speed things up con- 
siderably by switching off 
the graphics, 

You begin on a bus and, 
depending on how you 
handle the ticket inspector 
and where you decide to get 
off, you should soon find 
yourself at Never Ending 
Lane, 

At this point the Guardian 
should put in his first 
appearance. He will pop up 
from time to time r particu- 
larly when you are in diffi- 
culty. 

In fact, an unusual feature 
of this adventure is that you 



can't get killed. Well, there is 
just a teeny exception to 
that rute but HI let you dis- 
cover it for yourself- 

Whenever you're in 
danger of shuffling off this 
mortal coil, up pops the 
Guardian either with some 
timely advice or to haul you 
out of your tribulation. 

But beware, every time he 
assists in this way or you 
put a foot wrong, you'll use 
up a bit of your luck - and 
you'll need it all for the 
denouement. 

Magic features promi- 
nently In Jinxter. Every 
charm you find has its own 
magical ability, and the 
spell/charm names are like 
nothing you've seen before 
in an adventure. 

Watchercallit, Doofer, 
Oojimy, Thingy and Doodah 
are the names of the 



charms, and those are the 
words that you'll have to 
use to work your magic. 

There are lots of imagin- 
ative puzzles and stimu- 
lating sequences in Jinxter, 
In particular, you'll enjoy 
solving the riddle of the 
bakery where you won't be 
allowed to leave until you've 
baked a decent loaf of 
bread. 

The game is packed with 
wit and humour and has the 
most richly detailed and 
fulsome prose seen on your 
Atari. 

The command parser is a 
delight to use and the 
vocabulary seems huge - 
having a response for 
almost everything tn the 
game. 

The usual ability to save 
and load a game state are 
included - and you're 
certainly going to need 
them to complete the epic 
with full marks. 

The program is hand- 
somely boxed and comes 
with an adventure reference 
card P a copy of the the 
Independent Guardian - 
which contains, among 
other things, a host of coded 
clues, a staff memo and a 
beer mat advertising Old 
Moose Bolter ale. 

Jinxter is a hoot from 
beginning to end and is the 
best adventure for the Atari 
since Guild of Thieves. 

Rainbird and Magnetic 
Scrolls are clearly the tops 
when it comes to adven- 
tures for your 8 bit Atari, and 
Jinxter confirms their 
deservedly high reputation. 

This one has hit written all 
over it. Buy it without a 
moment's delay - this really 
is your lucky day! 

Bob C happell 







Atmosphere. 


9 




W 


Value for money 
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To make sure the Atari 520 STFM 
only plays games that are worthy of it, 




Offer excludes monitor. 



Only the Atari Summer Pack gives you the world s best home computer plus the world's best games. 
Twenty-two software titles that most people would give their right arms for, are yours absolutely free. 



WINTER OLYMPIAD "88 £J 
MOUSETRAP 

SLAPFIGHT £19^ 
DEFENDER OF THE CROWN E2*Wf 
INTERNATIONAL KARATE £UW5" 
TRAILBLA2ER 
ENOURORACtR 

AflKANOID 

WARLOCK £14-95" 



IT 



MARBLE MADNESS £24*5" 





RAMPAGE 






EAGLE'S NEST 










PLUTOS 


£14*S M 




LEVIATHAN 





SUPER SPRINT 



RANARAMA 




ROAD WARS 
3D GALAX 
CHOPPER X 
CHObbEK X 



There's no catch You really do get a 520 STFM and £414 worth of great Jll A lA Ol 
games for just £399.99! But only until September 1st. What are you waiting for? * ^ ' " 



SUM M E R PACK 



All the colours 
of the rainbow 

LEIM GOLDING continues his Basic series 
by looking through the graphics window 



THIS month we depart from the 
familiar programming screen and 
embark on a journey into the world of 
multi-coloured graphic*. We'll explain 
how to print coloured letters, num- 
bers and symbols anywhere on 
screen, using COLOR and PLOT, and 
how to change their colours with the 
SETCOLOR command. 

Let's start by examining the new 
screen format. Try running this 
program: 



II GRAPHICS 2 
2fl PRINT U;fcifi 



The screen splits into two - a large 
black area at the top and a smaller 
blue area at the bottom. The black 
area contains the word TEST in large, 
upper-case, multi-coloured letters 
while the word READY appears m the 
blue area. 

The black area is 4 known as the 
graphics window - the small blue area 
is the text window. A normal PRINT 
command will always send its output 
to the text window, which is why the 
READY message appears down there. 

If you want to print anything in a 
graphics window, you must specifi- 
cally instruct the computer to do so - 
that's what the #6; is all about. 

PRINT #6; always means; Print to 
the Graphics window. You can't use 
this command in Graphics 0, because 
its entire screen is one big text 
window, so there's nowhere for 
graphics data to be displayed. 

You can remove the text window 
from Graphics 1 and Graphics 2 
screens by adding 16 to your 
GRAPHICS command number. This 
will give you a slightly bigger 
graphics-only window. Try chanqinq 
line 10 to: 



10 GRAPHICS 



and run the program. The result is a 



bit odd: The screen goes briefly dark 
all over and, if you're quick, you might 
just see TEST printed as before, but 
then the screen returns to Graphics 0, 
It does this because Basic has to 
print the READY message som^ 
where. If there's no text window open, 
it automatically jumps back into 
Graphics 0. This isn't normally a prob- 
lem since games and other real pro- 
grams never come to an end - there's 
always some kind of loop which keeps 
them running indefinitely, You can 
simulate this by inserting an Infinite 
loop into our short test program: 



10 GRAPHICS .18. 
U PRINT flnSff 
30 GOTO 30 



Now the screen will stay in Graphics 
18, but the computer is completely 
tied up. You have to press Break or 
Reset to regain control. Basic will then 
transport you back to Graphics 0, 

You'll get a similar result if there's 
no text window open when Basic tries 
to execute an INPUT command, or if a 
reportable error occurs. For this 
reason, It's always best to keep the 
text window while you're developing 
a program. 

Graphic Modes 1, 2, 17 and 18 allow 
you to pri nt fetters and other keyboard 
characters on screen, but you can use 
only the upper case or the lower case 
set at any one time. However, the text 
is larger than in Graphics 0 and you 
have four colours to play with. Table I 
shows the screen characteristics for 
the four new modes. 

Text in a graphics window will nor- 
mally be printed in upper case unless 
you switch to a different character set 
- as well explain shortly. If you try to 
print lower case or inverse letters they 
will still come out in upper case, but 
the colour will change. 

Upper case letters will give you 
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Colour 
register 




Default I Character* affected by 
this colour register 



Yellow 



Upper case letters 
and numbers 



Lower case letters 
and brightness of text 
in the text window 



SerjcsJ — 



Sample SETCOLOR command 
(using the default 
colour values) 



Inverse numbers, inverse 
upper case letters, and 
text window background 



Violet 



Inverse lower case letters 




Table t: Colour in Graphic Modes I and 2 



SETCOLOR 0 r 2,8 



SETCOLOR U2,10 



SETCOLOR 2,9,4 



SETCOLOR 3 r 4 f 6 



orange, lower case yellow, inverse 
upper case blue and inverse lower 
case violet. . 
These default colours can be changed 
using the SETCOLOR command - 
Table I gives all the relevant infor- 
mation. , 
Can you see now why the woro 
TEST came out as it did? Try changing 
the program so that the word is 

printed all in orange, or all in yellow. 
The POSITION command works 

very nicely with graphics windows so 

long as you stay within the screen 

boundaries. For example: 



Id GRAPHICS 1 
20 POSITION 9,9 
30 PHI NT #fi;'test 1 ' 



I print TEST in yellow upper case 
letters in roughly the centre of the 
screen. But you can't use POSITION to 
place characters in the small text 
window. 

If you want to produce any non- 
standard layout down there you II 
have to build it from scratch, using 
PRINT to start a new line and spaces to 
shift text horizontally, 

Commas and semicolons will con- 
tinue to work as PRINT statement 
modifiers in both text and graphics 
windows: 



Ifl GRAPHICS I 
2B PRINT T/BVC 
3fl PRINT 



In 



each case the comma causes a 



jump of 10 character widths to the 

r 9 The LOCATE command also works 
well, but it doesn't behave in quite the 
same way as it did in Graphics a 
Instead of just returning an Ascu code 
LOCATE also tells us the letters 
colour. This will be easier to under- 
stand if we first look at two new Basic 
commands: COLOR and PLOT. 

It's unfortunate that COLOR - note 
the spelling - and SETCOLOR look so 
similar, since t hey really have .wry 
little in common. Unlike SETCOLOR 
the COLOR command does not 
change a colour register: Instead it 
specifies the parameters to be used in 
a PLOT statement, 
Confused? Let's look at it in more 

detai I 

COLOR and PLOT always gohand- 
in hand. In Graphics 1 and 2, COLOR is 
used to select a particular character/ 
colour combination. PLOT is then 
used to position that character on 
screen and print it. For example: 

jjCOlOR 45: PLOT 9,j~j 

means something like this: 
Select the character whose character/ 
colour code is 65, then print it, m the 
specified colour, at coordinates 9,4 of 
the graphics window. 

You can see that PLOT behaves 
rather like a combined POSITION and 
PRINT#6- statement. It's more con- 
venient because once you've specified 
the COLOR parameter you can PLOT it 
as many times as you like, to different 

Turn to P*9*> 3* * 
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positions on screen. But ho* do we 
know what COLOR code to choose for 
a particular character/colour combin- 
ation? For the answer - look it up m 
Table li. 

The only colours you can choose 
from are those currently held m colour 
registers 0 to 3. Let's assume that they 
are holding their default colours, 
shown at the top of each column in 

Table 11. , _ _ 

We re using the upper case charac- 
ter set, so Ignore the lower case {LU 
columns for now. Every one of the 64 
upper case characters gives you a 
choice of four different code numbers, 
each corresponding to a different 
colour. The code for a yellow ! is U 
blue ? is 191 and an orange A is 65. So 



if you run ihis program: 



tfl GRAPHICS I 

28 COLOR 65:PtOT 9/ 



you will get an orange letter A pr.n ed 
at centre screen, If you change the 
COLOR number to 225, the A will turn 

Vl Experiment with different values in 
the COLOR and PLOT commands until 
you feel comfortable with the upper 
case character set and can print an y of 
the 64 characters, in any of the four 
colours, anywhere on screen, 

• That's enough for now. Uextmonth 
welt take another took at the LOCAlt 
statement and give you a simple game 
to demonstrate the techniques we ve 
covered so far* 



COLOUR REGISTER 



ingt 



VtllDH 



32 

33 

34 

35 

36 

37 

30 

39 

40 

41 

42 

43 

44 

43 

46 

47 

4B 

49 

50 

51 

52 

53 

54 

35 

56 

57 

5B 

59 

to 

61 

62 
63 



O 

1 

2 

3 

4 

S 

6 

7 

ti 

9 

10 

11 

12 

13 

14 

15 

lb 

17 

IB 

19 

20 

21 

22 

23 

24 

25 

26 

27 

za 

30 
31 



Hut 



Viol tt 



160 
161 
162 
163 
164 
165 
166 
167 
16H 
169 
170 
171 
172 
173 
174 
175 
176 
177 
170 
179 
1B0 
191 
102 
183 
104 
105 
106 
IB/ 
108 
1B9 
190 
191 



120 
179 
130 
131 
132 
133 
134 
135 
136 
137 
130 
139 
140 
141 
1 42 
143 
144 
145 
146 
147 
149 
149 
150 
151 
152 
133 
154 
t 

156 
157 
150 
157 



LC 



/ 

O 

1 

2 

3 

4 

5 

6 

7 

0 

9 

i 

: 

< 



LL 

o 


1 


2 


"3 J 




Oringt 1 


rile* 




IDltt 1 L 


C 


LC 


64 


96 


192 


224 


1 


* 


65 


97 


193 


225 


ft 




66 


9B 1 


194 


226 


D 


b 


67 


99 


195 


227 


C 


c 


60 


10O 


196 


228 


D 


d 


69 


101 


197 


229 


E 




70 


102 


19B 


230 


F 


i 


71 


103 . 


199 


231 


G 


g 


72 


104 


200 


232 


H 




73 


105 


201 


233 


I 


i 1 


74 


106 


202 


234 


J 


j 


75 


107 1 


203 


235 


K 


k 


76 


lOB 


204 


236 


L 


1 


77 


109 


205 


237 




m 


78 


110 


206 


230 


N 1 


n 


79 


111 


207 


239 


O 


o 


so 


112 


20B 


240 


P 


P 1 


01 


1 13 


209 


, 241 


0 




82 


1 14 


210 


242 


R 


r 


83 


115 


211 


243 


B 


*= 


04 


116 


212 


244 


T 


t 


85 


117 


213 


245 


U 


u 


B6 


1 10 


214 


246 


V 


V 


87 


119 


215 


247 


w 


M 1 


BB 


120 


216 


240 


X 


K 


89 


121 


217 


249 


V 


V 


90 


122 


218 


250 


z 


2 


91 


123 


219 


251 


[ 


# 


92 


124 


220 


252 


\ 


1 


93 


t 


221 


, 253 




1 94 


126 


222 


254 






95 


127 


1 223 


| 255 




► 



Table it: Character codes used 
with the COLOR command 



UC = Upper-case set 
LC = Lower case set 
t These codes are not used 
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Programming becomes so much easier when you've got 
the right tools for the job. With thfs Atari User package 
you cart add TEN new commands to Atari Basic to 
dramatically improve your performance. PLUS your 
Atari will generate meaningful error messages 
instead of cryptic numbers. 

Toolkit automatically boots in from cassette or 
disc and makes use of a normally unused area of 
memory. 

This package of stunning utilities - specially 
commissioned by Atari User - is an absolute 
must. It comes complete with comprehensive 
on-screen instructions telling you how to get the 
most from each of the programs 
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Calculates 
ar >d present 
rr »e useful 
Atari User 

.checksums 
'"sternly, 




» tt the>r nres, 



£5.95 tape 
£7.95 disc 



TO ORDER PLEASE USE THE FORM ON PAGE 53 

^ , 4 



r 




For new and old readers alike we reprint our super fast 
checksum program and explain it in detail 



A number of readers have written 
asking what the strange tables of fig- 
ures alongside each listing in the 
magazine are used for. Well they're 
designed to show you where an error 
is in a line you have just typed in. 
They work in conjunction with a 
special program last printed in the 
November 1987 issue of Atari User. 

Since probably quite a number of 
new readers won't have seen the 
original article we have decided to 
reprint it for their benefit and for those 
of you who missed it the first time 
around. In fact, this version is slightly 
shorter, since it no longer stores the 
256 byte buffer area - which was in 
any case overwritten by data as soon 
as the program was used. 

Get It Right II is a checksum 
generator program written completely 
in machine code for high speed oper- 
ation and ease of use. There is no 
need for you to constantly save and 
reload your program since it sits per- 
manently in memory always ready for 
use. 

In addition ft does not require the 
use of page six r or indeed any of the 
zero-page locations, making it com- 
patible with almost any program you 
might type in. 

The f i rst thing you need to do is type 
in the program listing. This is a fairly 
simple Basic program which will 
create a boot cassette or autorun disc 
containing the Get It Right routine 
itself, 

You should be especially careful 
when typing in the DATA statements 
since they contain machine code 
routines which must be entered ac- 
curately for the program to run at alL 

When you're sure you've typed it in 
correctly, run the program and you 
will be asked if you want to make a 
cassette or disc version. Press C or D 
accordingly and the computer wilt 
prepare the appropriate machine 
code. This will take roughly 40 
seconds. Cassette users should now 



To make a GtR it disc version 



O Format a new disc and write 
your own choice of Dos files to it 
-for example using the H option 
on the Dos 2.5 menu 

• Boot the system with this disc in 
place 

• Type in and run the program, 
Select option D for disc 

• The file AUTORUN. SYS will be 
written to the disc in drive one. 
This disc will now become your 
GIR II Master Disc 

You could cfeate a different 
filename by altering fine 3030 - see 
your Dos manual for possibilities. 



.place a fresh tape in the recorder and 
wind it to the beginning. 

When you hear the two beeps press 
the Record and Play buttons followed 
by the Return key. The computer will 
now create an autoboot tape version 
of GIR II for you. This will take another 
45 seconds. 

Disc users should make sure there is 
a formatted Dos disc in drive one with 
at least 10 free sectors available for 
the AUTORUN.SYS file which will be 
created. This disc will become your 
new boot disc so you should have 
already written any Dos files you 
require to it - Option H on the Dos 2.5 
menu. 

This checksum routine has been 
designed to work with most types of 
Dos with a LQM EM value below $3000 
-such as Dos XL or SpartaDos - and it 
will automatically adjust itself to suit 
your particular memory configuration. 

If you don't wish to save the final 
program as an autorun file you could 
alter the filename on line 3030 to suit 
your own system. SpartaDos users 
could call the file D'GIR.CQM and 
access it when required by simply 
typing GIR from the command 
processor. 

From this point on you won't need 



the full Basic program again. Instead 
you should use the master disc or 
boot tape which you have just created 
each time you power the system up. 
The disc version is automatic - simply 
turn the computer on with your newly- 
created GIR II master disc in drive one 
and the checksum program will load 
into memory. 

Cassette users should place their 
new GIR II boot tape in the recorder, 
rewind it to the beginning and press 
Play, Then turn the computer on while 
holding down the Start button and 
press Return after the beep. Loading 
wi 1 1 ta ke about 45 seconds, after which 
the checksum program will initialise 
itself. You should not hold down the 
Option button when loading GIR II. 

After loading is complete usmg 
either disc or tape you will see the 
message: 



■SET - 1T-R IGHT-1I _ Loaded OK 



followed by the normal READY 
prompt. 

Obtaining a checksum from the new 
system couldn't be simpler. After 
you've typed in the Basic program you 
wish to check you should enter the 
command: 



list 'Gr- 



and the checksum will appear on the 

screen. 

To momentarily stop and start it 
simply use the Control -M keys in the 



To make a GtR It cassette version 



Type in and run the program. 
Select option C for cassette 
Rewind a fresh tape then press 
Record and Play. Hit Return 
when asked 

The program will take about 45 
seconds to save. This will now 
become your GIR II Master Tape 



— i 
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same way es you would with any 
other listing - or hit the Break key to 
abort it completely. Alternatively you 
can specify output to a printer by 
entering: 



LIST "G;P" 



You will notice that each line con- 
sists of three parts. The first is the line 
number in question followed by the 
actual three-digit checksum. This seg- 
ment is the most important since it 
will always match the value printed in 
the magazine if you have typed the 
entire line correctly. 

The final digit on the line - enclosed 
in brackets - is a special cumulative 
check digit. This gives a quick estimate 
of the running total of the checksums 
given so far in the listing. Any lines 
following one containing an error will 
also have the wrong cumulative digit. 
You can use this feature to help you 
find any errors by simply looking 
through this final column until you 
find a mismatch. 

You will notice that most checksum 
lines consist of both numbers and let- 
ters, but don't worry - there won't be 
any eight's to confuse with zeros, or 



To checksum a program to the 
screen, use. 

LIST "Gr" 
To checksum a program to the 
printer, use: 

LIST'GP" 
To checksum a single line to the 
screen, use: 

LIST "G:' f , line-no 
To checksum a single line to the 
printer, use: 

LIST "G:P" , line-no 
To checksum a range of lines to 
the screen, use: 

LIST "G:" , first-Iine-no , tast- 
line-no 

To checksum a range of lines to 
the printer, use: 

LIST "G:P" , first- fine-no , fast- 
fine-no 



indeed any other tricky digits such as 
one and the letter i t zero and the letter 
0 or two and the letter Z. These are 
always avoided by the program. 

To make typing easier for you, 
anything coming after a REM state- 
ment will be ignored by GIR IF. Thus 
the two lines: 



10 REM THE FIRST LINE 




and: 



would produce the same checksum 
value - CP1. However, don't feel 
tempted to leave the line out 



To load GIR U from tape - every 
time you turn the computer on 



Place your GIR II Master Tape 

into the cassette recorder, 
rewind it and press Play 
Turn on the computer while 
holding down the Start button - 
but NOT the Option button 
After the single beep press the 
Return key 

Wait for the Loaded OK message 



completely because the program 
might need to branch to it using a 
GOTO or GOSUB statement. 

You can even use GIR II to test 
individual lines - such as a block of 
DATA statements you might have 
been having trouble with. To check a 
le line - say 1000 - type: 



list %;-,\m 



and to check a block of lines (say 100 
to 500) type: 



LIST -Gf, 100, 500 



However, don't forget that the 
cumulative check digit will be incor- 
rect in such cases as it obviously can't 
know what the values from the 
previous lines would have been. 
When checking through selected linos 
of a program, ONLY look at the main 
three-digit part of the checksum. 

Both cassette and disc versions are 
completely protected from accidental 
erasure - typing NEW or pressing 



1 REN i****#it**»t#t*#*t*tt#*ttt**i 

I REN 

3 REM GET-I7-R1SHT; VERSION 2.1 

4 REN C0PVR16HT : ATARI USE« 19S8 

5 REN WRITTEN H: ANDRE VI L LEY 

6 REM VERSION DATE: 1U4/BB 

7 REM 

8 REN t***»4*t**i**4*t*+4**«*»«**t* 

9 REM 

50 DIM AtC4000);ASn)=CHRS(0];A$U0fl0> 
=CHRS(0):AtC2)M$ 

100 GRAPHICS 0:F»OKE 752,1;? :7 "GET-IT 

■RIGHT II CREATOR PROGRAM V2.V 

110 ? :? ■ Copyright (C) Atari User, 

1?« Written by Andre Hi 

Uty 

130 7 si :? :? : ? ■ CREATE CASSETTE f 

0 DR DISC (ft)?-; 

140 POKE 764,255:ADt=ADRfA$) 

150 IF PEEKC?64)=58 THEN 200:REN PISC 

160 IF PE£Kf764>=1fi THEN 300;REM CASS 

170 SOTO 150 

200 REH DISC 

210 ? CHRK156);' READING DATA - P 

LEASE HA IT'; 

220 RE5T=500:GOSUB 400 

230 RE5T=?003:GDSUB 409 

240 REST=?00rGO5UB 400 

250 5 IIE Z ADD- ADS ( A$) 



System Reset will not harm them at 
all. In fact, apart from the fact that your 
free memory space has been reduced 
by 882 bytes , you will probably never 
even notice that the checksum routine 
is loaded. 

Dos 2.0 and 2 5 users should note 
that going to the Dos command menu 
will overwrite the memory space used 
by Get It Right IL In order to retain the 
routine when returning to Basic you 
should make sure you have enabled 
the MEM.SAV facility on your boot 
disc. This is the default condition 
when using Dos 2.5 with a 130XE 
ramdisc. 

More advanced programmers might 
be interested in the assembler source 
code listing for Get It Right II which we 
printed in the December 1987 issue of 
Atari User. See Page 51 for the bacN- 
issue order form 

• So that's it — a faster and much 
improved checksum program. As you 
witt have noticed ail program listings 
in Atari User are accompanied by GIR 
it checksum tables, so hopefully even 
more of you wit! now find It even 
easier to get it right 



To load GiR 11 from disc - every 
time you turn the computer on 



» Place your GIR II Master Disc 

into drive one 
I Turn on the computer. Do not 
hold down either the Start or 
Option buttons 
I Wait for the Loaded QK message 
and the READY prompt. 
I __ 



m ?EH CASSET T E 

3-10 ? CHRKT56);' READING DATA P 

LEASE UklVi 

320 REST=600:GOSUB 400 

350 REST=1000:6OSUB 400 

341 R£ST=S0B p GOSUB 400 

350 SIZE=PEEK(ADR(AI>M)tTZ8 

360 GOTO 3009 

490 OEM READ DATA INTO NEHQRY 

410 CHK Z 0:NULT=1 :REST0RE REST: POKE 764 

,25 5 

420 READ A:IF A=-1 THEN 460 
430 IF A=500 THEN ADD=AM*256:G0TO 420 
440 POKE ADD,A:ADD=AD0*1;CHK=CHK*(A*NU 
LTJ:NUL-=HULT4l:iF NUU>8 THEN NULT=1 
4.50 GOTO 420 

460 READ A: IF A=CHK THEN RETURN 

470 f ;? i? :? 'DATA ERROR SOHEUHERE A 

HER LINE R EST t ? :? PLEASE CHEC 

K EACH DATA LINE ***':? :END 

500 REN DISC HEADER 

510 DATA 255, 255, 0,4J,205, 52, -1,2294 

600 REN CASSETTE HEADER 

610 DATA 0,10,250,47,205,52,-1,2295 

700 R£M DISC FOOTED 

710 DATA 76,52,50,255,255,224,2,225,2, 

0,48,-1,5929 

800 REN CASSETTE FOOTER 

filB DATA 165,12,133,2,165,13,133,3,160 



260 GOTO 3020 
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465 

9H m MAIN PR06RAM 

1000 DftT* 76,41, H,Z7, 48, ?MM1#4M 

4,48,75,48,75,48,76,76,4S,0 

1910 DATA 0,M,MX0,M',16f,0,H1, 

U,4S,141 # i1,4«, 169,2,177,36,201 ,58,20 

S i 

1120 MTA 200, 177, 36,201, 155,540, 2§ t 2i 

1, 45, ?4@, 16,201, 69^40,12, 201 ,&fl, 208, S 

, 141,25,48,240, 8,t60 

1030 MIA 139, 96, 169, 83, 141, 25, 4S, 160, 

1,96, 160, 137, 96, 160, 146,96, 172, 21, 4&,1 

92,255,240,243,153,116 

1040 DATA 50,281, 155, ?40,35,2J8, 21, 48, 

20S,228,16B,162J,173,2S,4S,201,a0,240 

,^, 173,7,228, 72, 173 

1050 DATA 6, 228, 72, 152, 96, 1 73,55,22a, 7 

2, 1 73, 54,228, ?2, 152,96,160,0, 140, 21 , 48 

,U0, 19, 48, 140,20 

1060 DATA 48, 1*0,24, 48,140,22,46, KB, 2 

J,48, 240,106, 160, 255,200, 185, 116,50,20 

1,155,240,4,201,32,208 

1070 DATA 244,192,5,176,14,140,26,48,1 

69,32,32,104,48,172,26,48,200,208,238, 

160,0,140,26,48,185 

1080 DATA 116, 51, ?B1 , 32, 240,1 3,201 , 155 

,240,9,32,104,4B, 172, 26, 48, 200,208, 233 

,169,32,32,104,48,173 

1090 DATA 20,48,41,124,74,74,168,185,1 

7,50,32,104,48,173,20,48,41,3,10,10,10 

,141,26,48,173 

1100 DATA 19,48,41,224;74,74,74,74,74, 
13,26,48,-68,18^17,50,208,9,185,116,5 
0,201,155 240 143 

1110 DATa'208^63, 32, 104,48, 173,19,48, 4 
1,31,168,185,17,50,32,104,48,169,32,32 
,104,48,169,40,32 

1120 DATA 104,48,173,18,48,41,31,168,1 
85,1 7,50,32, 104,4B, 169, 41, 32, 104,48, 16 
9,155,32,104,48,152 

1130 DATA 72,169,0,168,153,116,50,200, 

2fl&, 250,104, 168,96,240,184, 152,72,136, 

136,136,185,116,50,201,58 

1140 DATA 240,4,201,32,208,28,162,3,20 

0,185,116,50,221,9,50,208,17,202,208,2 

44,104,168,173,23,48 



1 T SB DATA 208, 82, 173,22,48, 208, 77,24-0, 

145,104,168,185,116,50,201,34,208,17,1 

73,22,48,208,61,173,23 

1160 DATA 48,73,1,41,1,141,23,46,208,4 

9,152,72,136,136,136,136,185,116,50,20 

1,58,240,4,201,32 

1170 DATA 208,30,162,4,200,185,116,50, 

221,12,50,208,19,202,208,244,173,23,48 

,208,11,169,1,141,22 

1180 DATA 48, 208,4, 169,0, 240,137/04,1 

68,169,0,141,27,48,185,116,50,1*1,26,4 

8,174,24,48,240,9 

1190 DATA 14,26,48,46,27,48,202,208,24 
7, 173,18,48,77, 27,4B,77,26,4B, 141, 18,4 
8,173,19,48,24 

1200 DATA 109,26,48,141,19,46,173,20,4 
8, 109,2W*1, 20, 48, 200,206,24,48, 16 
/ S3, 169, 7, 141, 2* 

1210 DATA 48,208,181,77,69,82,65,84,65 
,68,79,49,50,51,52,53,54,55,56,57,65,6 
7,68,69,70 

1220 DATA 71,72,74,75,76,77,78,80,81,8 
2,63,84,85,86,87,88,89,32,52,18,160,0, 
135 26 3 

1230 DATA 240, 40,201,71,240, 7, 200, 200, 

200,192,33,208,240,169,0,141,231,2,133 

,14,133,128,169,0,141 

1240 DATA 232,2/33,15,133,129,162,9,1 

69,0,157,18,48,202,16,250,96,169,3,153 

,27,3,169,48,153 

1250 DATA 28,3,169,71,153,26,3,208,210 
,500,16,48,93,48,160,48,194,48,84,49 
1300 nn 256-bv'e buffer area here 

1360 DATA 98,49,125,49,155,49,169,49,2 
03,49,7,49,68,49,227,48,2,49,25,49,47, 
49 180 48 205 

1370 0ATa'*8, 216,48,230,48,16, 49, 28,49 
,38, 49, 50,49, 55, 49,60, 49, 33, 49, 101, 49, 
172,49,31,48 

1380 DATA 140,48,143,48,219,48,233,48, 
244,48,19,49,41,49,223,49,232,49,235,4 
9,242,49,245,49,251 

1390 DATA *9, 34, 48, 66, 48, 100, 48, 137,48 
,149,48,116,49,132,49,187,49,152,48,11 
1,49,137,49,144,49 

1400 DA T A 180,49,146,46,209,49,255,49, 
6,50,64,48,74,48, 10B,48, 175,48,183,48, 
191,48,208,48,241 

1410 DATA 48,254,48,206,49,214,49,229, 
49,239,49,200,49,217,49,226,49,248,49, 



93,50,3,48,5,48 

1420 DATA 7,48,9,48,11,48,13,48,0,0,15 
5,199,197,212,173,201,212,173,210,201, 
199,200,212,173,201 

1430 DATA 201,32,45,32,76,111,97,100,1 
01,100,32,79,75,155,155,0,169,60,141,2 
,211,160,0,152,72 

1440 DATA 185,30,52,240,8,32,104,48,10 

4,168,200,208,241,104,165,12,141,50,50 

,165,13,141,51,50,173 

1 4 5 0 DATA 231 ,2,1 33,208,141 /00,50,24, 

105,114,141,71,50,173,232,2,133,209,14 

1,105,50,105,3,141,80 

1460 DATA 50,56/69,3,229,208,133,203, 

169,48,229,209,133,204,56,169,49,229,2 

03,133/ 2/69,50,229,204 

1470 DATA 133,13,162,0,160,0,189,116,5 

1 ,133,205/89,117,51,240,20/33,206,56 

,177,205,229,203,145,205 

1480 DATA 200,177,205,229,204,145,205, 

232,232,208,224,162,4,160,0/85,3,48,1 

45,208,200,203,248,238,187 

1490 DATA 52,230,209,202,208,238,230,2 

02,-1,447146 

3000 m SAVE TO CASSETTE 

30^0 POKE 764,255:7 CHRSC 1 56) ;'PRE&S ft 

ECORD AND PLAY AND HIT RETURN"; : OPEN I 

1 ,8,1?B/C : GOTO 3040 

3020 REN SAVE TO DISC 

3030 OPEN #1,M,"D:AUT0RUN.SirS- 

3040 1 CHRSM56V SAVING DATA - P 

LEASE HIV; 

3100 POKE 850/1 

3M0- BUFHI = INT(ADR(A1W256):P0KE 853,6 

UFH1 

3120 BUFLO=ADRtAS)-(BUFHI*256):POKE 85 

2,BUFL0 

3130 LENHI=INT(S1ZE/256):P0KE 857,LENH 
1 

3140 LENLO=SIZE-fLENHI*256J:POKE 856, L 
ENLO 

3150 RESTORE 3160;FQR 1=0 TO 5:READ A: 

POKE 1536+1, A:NEXT I 

3160 DATA 104,162,16,76,66,228 

3170 Z=USRf153«) 

3200 CLOSE #1:POKE 752,0 

3210 ? CHRt(156);' FILE COUP 

L£ T E": "? :? :7 'DON'T FORGET TO LOAD 

IT EACH SESSION': 1 
3220 END 



OPENING OFFER AT 



THE TAPE CENTRE 

ATTENTION ALL ATARI 2600 OWNERS 

ALL AT f 12.99 



ALL ATC8.it 

JRPaaman Grand Pm 

Midnighl Magic H«o 

Baring K^KwwCaptn 

Chepp*f Command Rivir Raid 

Dragslar Skate Boarding 

tndunQ Tennii 

Ejtorcet Bantarons 

Fire Fighler ET 

FlHwIjr Jungle Hurt 

Ghoslbustara Mario E*o1hera 



California Games 
Summer Games 
Wirtar Garras. 
Pola Position 



Spate Shuttle 
Skin Dive * 
Saa HuwK 
Dodgama 



Jung * Hunr 
GaJariaf 
Spider Fighle* 

Q-^ ■ - ■ ■ r... 

rrivaia Cj* 

ftddnofthaSpJnx 
Al nm ' A~i Dush 
Space Atlack 
M i a a ■ Command 
GoH 

Solar Fqk, Sfniirf 



Pleaae itaCa 2nd choice * posaibJa 
Please make Gftequas/Postal Omare payable to The Tape C*rKr&- 
OverSggs add £1 50. 
Full price Isl pioasa send S.A.L. 

THE TAPE CENTRE 
29 Norlhwood Drhm, SiMftshad, Ltw&hborpugh, Laics. LE12 9SL 
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SOFTSCAN <D+pL AUl 
P.O fiQJt M 
HEREFORD HR* *VU 
WEST MIDLANDS 
" 0432 snaie 



Sola distributor* o* 1hi lollowitvj Ab>n XuXE utiWiw 
THE ALCHEMIST - a pee or tape to disk transler sysLem Can can van single and 
multistage cassette games Id disk, including basset!* &r\\f buOgat lirlat Tha ut*ty w*l pay 
for itself in nc hm » - jam* day detpltch guaranteed! The Alchemral is supplied on dish 
with lull instructing For ONLY £l S.6S inc. PIP. 

DISK-TO DISK PLUS' a truly camp/an troto backup *yM*m. Features include: a dish 
backup utility capable of copying many nf 1hose 'uncopyabla' aia*s. including CRC-error 
Bad- Sector pfotaded/Singla and muttis,1aga tap* to tap*. coptef/SirigMftagt tap* hi duh 
trartrfer i^^^^fwMBga drah Id tape Iranaler utiirty . Supplied on a menu disk with lull 

Belle Qi 

THAH THE ORIGINALS I 



inilrudionB for OftLV tl6-.9S Ine PiP. 

TURBOCHARGER XLttE - auiomalit tape la tape backup or cassette games.. Alw 1ealure> 
t TURBOSAVE option, enabling backup tapes to LOAD FASTE R ' 
Supplied on cassette with lull inHiudcns tor ONLY M.fli lnc PAP. 
BINARY TAPE EDITOR - an eriramatf tu v ta usu laps tn i^ip* ™&wr c*n h«ndl« boin 
singta and multiilag* Qamat. Includai a clavar EdJItof th*i will enabta you to LOOK, z: ih« 



prcjcirs-m thai you are copying, and altar lescl sic. rf you wis-h. Can 
DAmn ale. a new lease of HerSuweed on cassette whh full 
Inc. PAP. 



rvs advanlure 

upplied on cassette wilh Full inslruclionsfor ONLY tfl.95 



PACK OF JBj M jJE Oiafct Only Q r « Pol Frwi Full RwlicemtfH Ojijrantaai 

SOFTSCAN retail tha Ml ranga of Atari scftwva on ROM. CASSETTE and DISK All ntl»( 
*r B at DISCO LINT pries. We also have a comprahenarva library of PUBLIC DOMAIN 
sottware lor Ihe XL/XE on low priced dtsks. Send larae SAE tor Ivrthar dajailt 

FREE With all ord+ft OV*f E2C - TEN GREAT GAMES OH DISK or a Qualify GAME TAPE II I 
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Featured 




The wonderful 
world of Atari 



NEIL FAWCETT fakes a trip 
underground to visit a 
famous software house 



UMBRELLA at the ready, t journeyed 
to Manchester seeking Atari World, 
The long time Mecca for Atari users in 
the North West, and still one of the 
biggest stockists of 8 bit products, it 
is also the home of Red Rat software. 

As a stranger to the city I had every 
excuse for getting lost - so I promptly 
did, eventually discovering Atari 
World on Fennel Street near Victoria 
Station only after I had walked past it 
twice. My excuse being that the prem- 
ises are below street level - a subter- 
ranean location which provided 
inspiration for the name of the soft- 
ware house. 

Inside I met Charles Partington, Don 
Rigby and Karen Sutherland who run 
the shop and software scene. There 
also was Bryan King, the in-house 
artist, busy with various tasks. 

Unfortunately Harry Nadler, Atari 



fanatic and one of the original part- 
ners in Atari World, was away ill. He 
and Charles Partington formed the 
company and opened ther shop in 
T985. In those days Atari World was 
purely 8 bit orientated, catering for 
what turned tsut to be a large market 
populated by devoted users. 

A profitable first year provided the 
impetus for becoming further 
involved in the Atari market. With alt 
those customers walking through the 
door every day the situation was 
tailor-made for software marketing, 
and so Red Rat was born. 

The first two titles released were 
Technicolour Dream and Panic 
Express. Technicolour Dream is an 
artist program written by Keith 
Watterson and David Forward that 
puts to use the Atari's tremendous 
graphics capabilities. With it you can 



actually draw in 256 colours. 

Panic was authored by Don Rigby - 
a freelance writer at the time - and it 
surprised everybody by being a huge 
success. Sold as a back-to-back tape - 
it had a Commodore 64 version on the 
B side - Panic was number one in the 
French software charts for six weeks 
and eventually sold around 4, BOD 
copies at £3.99, 

The back-to-track tape idea was 
subsequently copied by several com- 
panies and has proved an ingenious 
money spinner. This clever innovation 
caught the eye of P.S-L Marketing who 
approached Red Rat at a computer 
show in London and began dis- 
tributing its games. 

In the summer of 1987 the market 
changed. P.S,L decided it didn't want 

Turn to Page 40 ► 




femonstratton pictures created by Technicolour Dream 
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any metre 8 bit products so Red Rat got 
Microdealer Internationa! to handle its 

goods. 

After further upheavals ft now sells 
through United Software Distri^ 
bution. The various ups and downs of 
swapping distribution companies 
didn't stem the flow of new titles. 
Many games were released - notable 
among them Screaming Wings, Lazer 
Hawk, Space Lobsters and Astro 
Droid. One of the funniest games was 
Space Lobsters which was originally 
called Ooh eck! 

Astro Droid - my first major games 
review in Atari U&er - is a superb 
shoot-'em-up with excellent graphics- 
La zer Hawk didn't sell as well as it 
should, which h surprising as it is well 
written and very addictive, 

Screaming Wings sold well, and 
again offers excellent value for 
money. It's now available on a com- 
pilation disc or cassette. 

Today all the software development 



work is done in Pre scot, Merseyside r 
where Red Rat's six programmers and 
two graphic artists toil. At the 
moment, much of the work revolves 
around the ST due to a problem with 
the in-house 8 bit distribution. 

The shop is doing very well despite 
one big handicap. It has become very 
difficult in yet hold of enough 8 bit 
hardware to sell. Cassette decks, 850 
interfaces, Atari SMM HOI/804 printers 
and 1050 disc drives would go like hot 
cakes. 

Unfortunately, the likes of the 1050 
are virtually impossible to obtain and 
the late arrival of the new Atari drive is 
causing a problem. 

Another big problem concerns 8 bit 
software. Even though the games 
Atari World stocks seN very well, it is 
practically impossible to get a dis- 
tributor to take on any 8 bit Atari soft- 
ware. This is the main reason behind 
the decline in that area. 

It's not the quality of the games or 
the number of titles coming out, it's 
simply down to distributors not taking 



the products of software houses. This 
problem is affecting not only Red Rat 
but a n awfu I lot of other companies as 
well, 

Don Rig by said: "We intend to carry 
on writing software for the 8 bit Atari 
En the forseeable future. We also plan 
to release Speed Run very soon and 
have several other ideas in mind, 

"Our major worry is distribution - if 
we can J t get a product to the people 
who want it there's no point in writing 
it." 

You can only agree with Don Rigby 
and sympathise with other companies 
sharing the same problem. It's a 
shame Atari 8 bit machines have 
never had the recognition they 
deserve - after all, they are the best 8 
bit micros ever produced and they've 
earned their reputation over nearly 10 
years. 

However, the good news is that the 
friendly bunch of Atari 8 bit fanatics in 
Fennel Street are determined to battle 
on in what is now a rather unfriendly 
market. 




The 



truth 



about 



TELEX 



Ha ~ much does ft cost 

#0 ao on Telexr machine . the che^t w.ii 

cost you £.1,604 [the Wn '^' , |0l lo in5ta ii. plus 4.404 * year « 

^ov^olturn my A**' 1 

into St Tel** machine sofavare [s*e tne 

But Why USC TeleX? ^nesses. Today 

Z^L it s a standard means °f ^^^^ man 2 milUon 
SSTSi 190000 Tele* s communications - 

you have 3 hard copy 
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Programming 




WELCOME to Software Solutions. 
Let's kick off straight away with a 
letter from Mr J.L Mag rath from 
Dewshury in West Yorkshire who 
writes: 

X Can you please help me by 
W explaining how to produce more 
interesting sound effects on the Atari 
than the Basic SOUND statement 
allows? 

After all four programmable voices 
immediately suggests hermonisation. 
The problem is that to harmonise 
tunes pitched at commonly used fre- 
quencies requires bass notes below 
the Atari's normal range. 

f would also be interested to know 
how the sound is generated and so 
appreciate why there are a finite' 
number of discrete notes rather than 
an infinitely flh 
variable scale. S 

Advanced sound production is 
something which we plan to do a fea- 
ture on in a future issue of Atari User, 
but in the rmea ntime let's discuss the 



points you've raised in your letter. 

Firstly, sound is created by our good 
friend the POKEY chip and controlled 
internally via a series of special 
memory registers located between 
addresses $D200 and SD20F. When 
you issue a SOUND command Basic 
adjusts these locations accordingly in 
order to create the tone you require. 

However, the POKEY chip is far 
more versatile than a simple four par- 
ameter SOUND command could ever 
hope to be, so you'll need to POKE 
some of these registers directly in 
order to give more flexibility to your 
music. 

Each of the four registers is con- 
trolled by two locations in memory, 
one for the frequency and the other for 
the volume and distortion valu e — see 
Figure I. These control registers are 
one byte long, and can only accept a 
value between zero and 255 - hence 
the limit of 255 tonal steps with the 
SOUND command- 
Let's do a quick translation of a 
normal SOUND command into inter- 
nal register values. When you type 



Address 


Name 


SD2O0 [53760) 


AUDF1 


$D201 {&3761I 


AUDC1 


$0202 (537621 


AU0F2 


$D203 (53763} 
SD204 (53764} 


AUDC2 
AU0F3 


SD205 (53765} 
$D206 (53766} 


AUDC3 
AUDF4 


$0207 153767) 
$D208 i5376&) 


AUDC4 
AUOCTL 


$D20F 153775) 


SKCTL 



Function 



Channel one audio frequency (as SOUND 
Cfreq^n) 

Channel one control (lowest four bits - 
Volume, highest four bits - Distortion) 
Channel two audio frequency (as SOUND 
1,freq,n,n} 

Channel two control (as for channel one) 
Channel three audio frequency (as SOUND 
2 r freq,n,r0 

Channel three control (as for channel one) 
Channel four audio frequency (as SOUND 
3.freq,n,n) 

Channel four control (as for channel one) 
Audio control register (filters, clock rates, 
etc J 

Serial port control (POKE with 3 to remove 
any left-over cassette MO sounds} 



Figure I: Sound control registers 



SOUND 0/75,10,8 you are accessing 
internal sound register number one. 
This is because internal numbering 
starts at one whereas Basks, for some 
reason, starts at zero - thus SOUND 
3,0,0,0 would affect internal register 
four, not three. 

The frequency value - 75 in our 
example - is placed straight into the 
AUDF1 register $0200, The volume 
value {&) and the distortion control 
(10) must then be combined together 
before they can be placed into the 
AUDC1 register $D201. To do this, 
simply multiply the distortion value by 
16 and add it to the volume level. This 
would would give 10 times 16 (or 160) 
plus 8 - a total value of 168. 

Before setting these locations it's 
always a good idea to POKE 53775,3 
This is required because the POKEY 
chip is also responsible for handling 
the output frequencies for the cassette 
I/O, and a value of three stored in this 
register will reset POKEY ready for 
normal audio use- 
When you do a SOUND 0,0,0,0 Basic 
will initialise AUDCTL (location $D208) 
to zero. It is this action which limits 
your audio flexibility. Figure II shows 
the available functions of AUOCTL. 
You can see that it is really the most 
powerful of all the audio registers. 

It would take too long to explain it in 
full, but briefly it controls the clock 
frequency used to generate tones, 
pius the polynomial counters which 
divide those tones into small packets 
to give special sound effects - or dis- 
tortions. 

Basically at higher clock frequencies 
the notes you hear will also become 
higher. The normal clock frequency is 
64 kHz, so if you alter th is to 15 kHz by 
using POKE 53768 J then all the notes 
you can obtain from any SOUND 
command will become lower. 

Similarly, PQKEing in a number with 

Turn to Page 42 ► 
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< From Page 4 1 

32 added to It wN I switch register one 
to 1.79 MHz, thus giving a much 
higher tone from that register only. 
Adding 64 can do the same for sound 
register three, although registers two 
and four will always remain at the 
default rate. 

Don't forget that the SOUND 
command will always zero this control 
register. If you don't want to POKE all 
of your values directly into the fre- 
quency registers you should place 
your POKE 53768 r N somewhere after 



the SOUND command. Bits one, two 
and seven of this register control the 
filter system, and are only of use if you 
want to create distorted special effects 
sounds. 

The final two bits in the register, bits 
three and four, will probably be the 
most useful ones to you. They allow 
you to link up two of the sound regis- 
ters to act as a single 16 bit sound 
generator with an available frequency 
range from 0 to 65535 - covering 
roughly nine octaves. 

Adding a value of 8 will join chan- 
nels three and four while a value of 16 



Bit 






to add 


Value 


Function 


0 


+ 1 


Switch main clock rate from 64 kHz to 15 kHz 


1 


+2 


High pass filter for channel two, clocked by channel four 


2 


+4 


High pass filter for channel one, clocked by channel 






three 


3 


+8 


Join channels three and four (use as one 16 bit register) 


4 


+16 


Join channels one and two [use as one 16 bit register) 


5 


+32 


Clock channel three with 1,79 MHz 


6 


+64 


Clock channel one with 1.79 MHz 


7 


+ 128 


Switch 17 bit poly counter to a 9 bit poly counter 









will join channels one and two- You 
may then use the two joined fre- 
quency registers to control a single 
pitch - the second one giving coarse 
control while the first allows fine 
adjustment. 

The short program listing given will 
demonstrate this effect. Note that I 
have only set the volume on one of the 
sound registers and only selected the 
179 IvlHi clock rate. 

Hopefully, this will have given you 
something to ponder over and you 
might find a bit of experimentation 
will give you some amazing results. 



10 GRAPHICS 8:P0KE 752,1 
2i SOUND- BXfl,0:flEH RESET REGISTERS 
H POKE 537fiM4*f*:SEN SET CLOCK RATE 
AND LINK CHANNELS ONE AND TWO 
40 POKE 53761, TeB:P0*E 53763,16* :BEfl S 
ET VOLUME ON CHANNEL TtfO AND PURE TONE 
5 ON &0TH CHANNELS 
58 FOR COARSEN TO 255 
61 FOR FINE'S TO 255 STEP 1 
7fl POKE 5376fl,FINE:P0KE 55762, COARSE 
88 POSITION e,1fl:^ 'COARSE = ';C0ARSE; 
'.FINE = FINE;" 
9fl NEXT FINE 



Figure It: Bit usage of AUDCTL register {$0208-53768} 



OTA PL/ COMPUTER 

O MUrx PRODUCTS 



CENTRONICS PRINTER INTERFACE 
400, 800, XL, XE (Any e Bit Atari) 




TYPE 72000 

ANY CENTRONICS PRINTER 
NO SOFTWARE NEEDED 
ALL CABLES SUPPLIED 
EASY TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 
FULL YEARS WARRANTY 




FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
ORDER 



ME ED MORE LIMITED [j^ 

28 Farriers Way, Nethorton *■ — — ' 
Mersey side L3D 4XL 



ARE YOU MISSING OUT? 

You've got lots of questions about your computer but dorvl 
know who to ask! We do! You're not sure which software is best 
for your application! We do! You'd Like to keep up to date with 
new releases and be sure they are a good buy, bul who's going to 
tell you? We will! You would love to get to know other Atari 
enthusiasts, but you don't know how? We do! You want to get 
some of that 'Public Domain 1 software you've heard about, but 
where from? We know! You don't want to feel like you're the 
only Atari owner in the world, but where can you turn too ! Well , 
we can help! Great, but who are you?? 

We are the largest (and oldest) Atari Computer Owners Club 
in the U.K. For just £5.00 per year you get help, assistance, hints, 
tips, friends, pen pais, access to PD software, up to date 
information, games, utilities, hardware projects, software 
reviews, programming tutorials, and a glossy club mazarine 
every quarter. 

A club magazine as well!! One of those photocopied things 
(hat is unreadable, eh! Well no. It s professionally produced, Just 
like this magazine youVe reading. It's called MONITOR, you may 
have heard of it? Yes, friends of mine have read it and say ifs 
great! How do I join the club and get my copy of MQN3TGR? 
Easy j ust send a cheque or postal order for £5.00 to the address 
below requesting a four issue subscription. Overseas 
mem bership is £8 00 (surface) or £ 1 2,00 {Airmail | . 

You won't be disappointed!! 

The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, 556 SLR 

Independent User Group 
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THIS is a computer version of a board 
game invented in Korea more than 
3,000 years ago. The aim is to move 
four counters around a circular board 
and the winner is the first player to 
complete one circuit with all his 
counters. 

The original game is played on a 
wooden board on which 29 points are 
arranged in a circular pattern with a 
cross shape in the middle. The dis- 
tance that a counter - or horse 
because it's shaped like one - can 
move is decided by throwing four 
sticks made of bone, charred and 
curved on one side and white and fiat 
on the other. 

In this simulation four rectangles 
are displayed at the top of the screen 
representing the bone sticks and 
below is the board depicting the 29 
points in a circular pattern. Five are 
larger than the rest and are known as 
cardinal points. 

They represent the four cardinal 
points of a compass - North, South, 
West and East -with the central point 
linking them. 

Moves are decided by the position 
of the sticks that randomly fall on 
either the white or black side, and 
score as follows; 



1 White 


1 move 


2 White 


2 moves 


3 White 


3 moves 


4 White 


4 moves and an 




extra throw 


4 Black 


5 moves and an 




extra throw 



When you are awarded an extra 
throw the two scores are added 
together, but they can't be treated as 
two separate moves. All four horses 
can be on the board at any time and 
you choose the one to move using the 
joysticMsl plugged into ports one and 
two. 

Select the horse you want to move 
by moving the arrow - with the joy- 
stick - on to it and pressing fire. You 
can stack horses on top of each other, 
allowing you to move them with only 
one roll of the sticks- 

Horses enter the board from the 
start position on the immediate left of 
the north cardinal and move in an anti- 
clockwise direction. You must leave 
the board by landing on the north 
cardinal point then moving off it to the 
finishing position at the top right-hand 
side of the screen. 

If at the end of a go a horse lands on 
another horse or one of the west, 
south or central cardinals the 
following additional rules apply: 

# A horse finishing on the west 
cardinal takes a short cut and moves 
along the horizontal bar of the cross- 
shaped pattern in the middle of the 



Game j — 

STEPHEN WILLIAMSON brings an old 
Korean board game to the Atari 



Board layout 
for Nyout 



North cardinal 




Bone sticks 



West cardinal 



East cardinal 






Centre cardinal 




board. Similarly, a horse finishing on 
the south cardinal heads north along 
the vertical bar. 

• A horse movi ng east which lands on 
the central cardinal point takes a fur- 
ther short cut and heads north along 
the top half of the vertical bar. 

• If a player's horse finishes its turn 
by landing on own horse or horses, in 
subsequent turns they are moved 
together in a stack with the number in 
it shown below the relative counter, 

• If a horse lands on a point occupied 
by one or more of an opponent's 
horses, all are knocked off the board 
and sent back to the starting position 
to begin again. 

The winner is the first person to 



move all four horses to the finishing 
position off the board, Although it 
should only take one game to under* 
stand how to play Nyout, like 
Backgammon and similar board 
games, strategic play is a strong 
element. 

The computer is programmed to 
play an intelligent game and should 
beat an inexperienced player. It con- 
siders every possible move during its 
turn and gives a score for each 
potential move. For example, a horse 
that can land on another counter or a 
cardinal point is given a better move 
value than one that will finish on an 
unoccupied space. A random factor is 
built into its strategy so that the com- 
puter's play does not become too 
predictable. 
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10 REM *****★**+•.***.**«***.♦+** 

20 REM * NYOUT * 

30 REM *Br STEPHEN ylLLl ANSON* 

40 REM * (c) ATARI USER * 

SB REM ****t*#ti#*tt*t#*t*ttit 

48 GOSUB 2500: POKE 8?,0 

78 SN*PEEK(8B)t256*PEEK(e9) 

88 DIM PLFINISH(Z),C0UNTC4),STACK1<4>, 

TAKE(4),VALUE(4),CARDINU<4),F[NISHU) 

MANSER (4) 

90 DIM PU4) y PLmil<2,5),NMES(2fl>,P1N 

AflE»<10),P2NANEJ(10),$CQRE(4),STACK(2, 

5>,PL0FF(2),HORSE(2> 

i 00 NAHEts":P1NANEIs'HUHAN-:P2PIAflE$"' 

COMPUTER" 

'110 GRAPHICS 1 :P0K-E 7B8,12:PQKE 789,30 
iPOKE 710,22:POKE 71 1,202:SEUOlOR 4,1 
,0 

120 POKE 756,H:P0KE 752,1 

130 PiOFF<1)=SMJ^41:PLFINlSH<1)=SM>51 

140 PLOFF{2)=SN+43:PLFINISH{Z)=SH+53 

150 STICK1=SH*6:STICK2=SH+S:SnCK3=S«+ 

10:STICK4=SN+12 

160 H0RSEn>=Z51:H0NSEC2) = 1B7 

170 P<1)*SlMfl7:P(2)*SPM05 

130 P(2l)«SNM09:PU93-$M11f:P(1B)»SN 

♦ 113 

190 STACK<2,1)-155:STACK(?,2)=198:STAC 
K(2,3> = 157:$TACKC2,4) = 15Fj:STACK(2,0)=0 
208 mCK(1,1)=219:STACKCl,2>=254:STAC 
K(1,3)=221:$TACKC1,4)=222:STACK(1,B)=B 
218 £=fl: FOB 1=3 TO 7:P( I ) *SB+H3*C: C-C 
H0:NEXT 1 

220 C =0 : FOB 1=B TO 1 2 : f U ) =SH*345+ C : C= 
C^2:HEXT I 

238 C=0:FQR 1=13 TO 17:PC I) = SH+315K:C 
=C-48:NEXT 1 

240 C=0:FOR 1=30 TO 36:P( I )-P(5)+C:C=C 
+2:MEXT I 

250 C=0;FOR 1=37 TO 43:PU)=PC10>+C:C= 
C-48:NE)(T I 

260 fOtt 1=1 TO 4:PLAYERn,I)=B;PLATERt 
2,I)»B:NEXT I 
270 GOSUB 400 

2SB REM ***0EGIDE NHO GOES FIRST*** 
298 ? CHRSCIZS):? Throy to decide tfho 
gees first 1 

388 NAMES=P1NAHE$:GOSUB 798:PlSCORE=TO 
TAL 

318 FOR DELAT=1 TC 200:NEXT DELA V 

328 NAHF_t=P2NAHES:GOSUB 790: P2SCQRE=TO 

TAL 

330 ? PlNAHEl;' r ;P1SC0RE;" *; PZNANES; 
■ S ;P2SC0RE 

340 IF P1SC0R£=P25C0RE FH EH ? 'SCORES 

EQUAL, THROH AGAir<G0TO 380 

350 IF P1SCORE>P2SCORE THEN ? PlNAHEl; 

1 SCORES HIGHEST AND PLAtS fIRST":T*2 

36fl IF P25CORE>P1SCORE THEN ? P2NAHEI; 

' SCORES HIGHEST AND PLAYS FIRST" : T=1 

37B W DELAY=1 TO m-Mtl DELAY 

380 GOTO 1118 

390 REM ***&RAY BOARD*** 

4BB FOR 1=1 TO 20: POKE P(n,75:NEXT I 

418 FOR I=3B TO 36:POKE P(I) ,75:NEXT I 

4 20 FOR 1=37 TO 43:POKE PCI) ,?5:NEXT I 

430 POKE Pt?0),32:POKE P{5J,32:PCKE PC 

10),32:POKE PC153 ,32 

440 POKE PC33),32:PQKE H28),3Z 

450 POKE PLOTF{1),HOftSEin:POKE PLOFFt 

460 POKE PLOFF<2),H0HSE<2):POKE PLOFFt 
2)*2B,15B 

470 FOR I=SH*6 TO SN+12 STEP 2:POKE I, 
1:NEXT I 



4S0 REN ***SELECT OPPONENTS*** 

498 1 CHR*M25);PlNAFtES;' v r ;P2NAHEt 

508 1 "Press SELECT to change Cippocie 
nt r 

SIB 7 'Press START to start game' 
528 FKEY=PEEK(53279):If F KE V=7 THEN 52 
0 

538 IF FKEY=5 AND P2NAflES="C0MPUTER' T 
HEN P2NAME*="HUflAN':G0TO 498 
54B IF FKE Y =5 A NO P2NAME$="HUMAN* THEN 
P2NAHEJ='C0APUTER';&0T0 490 
550 IF FKET<>6 THEN 490 
560 IF P2NAHE$='CQHPUTER' THEN GOSUB 5 
90 

570 IF P2NAHES<>'C0NPUT£R' THEN GOSUB 
441 

580 RETURN 

590 ? CHftSf1Z5);-Your na«e is r ;P1NAME 
S 

600 GOSUB 730 

610 IF LEN(NANES) >10 THEN 590 

620 IF NAHESo" THEN P1NAHE$=NARE$ 

630 RETURN 

640 ? CHRSC 125>;"PLayer 1 - your name 
is ";P1NAPE$ 
650 GOSUB 738 

660 IF LENCNAMES)>10 THEN 640 

670 IF NANEJo" THEN PlNAMES=NAME$ 

610 ! CHRJ(125J;"PLa/er 2 - your nane 

is ';P2NAHEI 
69B GDSL3 730 

7B8 IF LEN(NAHE1)>18 THEN 680 
718 IF NANElo" THEN P2NANEI=NANES 
720 RETURN 
730 NANEJ=" 

740 ? 'If this is correct press RETURN 

■ 

750 ? 'If not then-enter up to 10 char 
aeters and press RETURN '-INPUT NAN 
EI 

760 RETURN 

770 REN '"THROH STICKS*** 
?U 1 CHRSC125) 
, 798 TOTAL=0:FLAG=0:POKE 77,0 
808 IF NANE1=*C0NPUTER" THEN ? r COMPUT 
ER THROWS STICKS":GOT0 B40 
SV0 POKE 7*4,255:? NAMES;" PRESS FIRE' 
820 If STRIG(0)=0 OR STRIG(1)=fl THEN B 
40 

830 GOTO m 

340 STP1 Z 0:STP2=0;STP3=0;STP4=0:SCORE Z 
8 

B50 RESTORE 990 

160 FOR L=0 TO 13 

670 SOUND 0,INTCRND(1)*255),14,I> 

888 REAO 05 1 F STP1=8 THEN POKE STICK1, 

i 

898 IF STP2=0 THEN POKE $TnK2,B 
900 IF STP3=0 THEN POKE STUK3,D 
910 IF STP4*0 THEN POKE $TICK4,D 
920 IF STP4>B THEN POP :G0TO 950 
930 FLAG=FLAG*1:IF D=1 OR D=B THEN GOS 
l!8 1010 

940 NEXT L:G0TO 850 

950 SOUND 0,0,0, 0;1F TOTAL-0 THEN TOTA 
L=5 

960 ? NAMEt;" SCORES '; TOTAL 

978 IF TOTALS OR TOTAL=5 THEN ? "THRO 

y AGAIN":G0TO S00 

9»8 RETURN 

998 DATA 1,2,3,4,5,6,7,8,7,6,5,4,3,2 
1000 REM *+*RANDOH STOP*** 
1810 IF FLAG<2 THEN RETURN 
1820 R=INT(RMDCI)*23sSIP=B 
1830 IF ft=1 AND a-i THEN STP=1 :SCORE=1 
1840 IF R=1 AND 0=8 THEN STP=1 :SCORE=0 
1850 IF STP=1 AND STP1=0 THEN STP1=):T 
OTAL=TOTAL*SC0tE: RETURN 



1060 IF STP=1 AND- STP2=0 THEN STP2=D:T 

OTA L=TOTAL+SCORE: RETURN 

107ft IF STP'1 AND STP3=0 THEN 5TP5=1:T 

OTA L=TOTAL+ SCORE: RETURN 

1080 IF STP=1 AN& STP4=0 THEN STP4=1:T 

OTAL=TOTAL+ SCORE: RETURN 

1090 RETURN 

1 100 REN ***CHAN6E PLATERS*** 
1110 SOUND 0,0,0,0 

1120 IF T=2 THEN T=1;NANES=P1NARE?:G0S 
U3 7S0:GDSUFJ 1168 

1130 If T=1 THEN T=2:NANEJ=P2NANE*:60S 
UB 780: SOSUB 1168 
1140 GOTO 1118 ' 

1150 REM *+*C*0O$E HHICH HORSE NOVES T 
HIS TURN*** 

1160 IF T=2 AND P2NANEI='C0HPUTER" THE 

N GOSUB 3110;GOSUB 1 560 ; RETURN 

1170 ? 'HOVE HORSE" 

1160 GOSUB l460:P(0) = PLOfF(n 

1190 ST=STICK(0):ST1=STICK(1):FIRE=STR 

1GC0):FIRE1=STRIG(1) 

1200 LASTA=A 

1210 IF FIRE=0 OR FIRE1=0 THEN POKE P( 

PLAYERCT, A3) -1,0: GOSUB 1560: RETURN 

1220 IF $To15 OR $T1<>15 THEN 1240 

1238 GOTO 1190 

1248 A=A+1 : I F A=5 THEN A*1 

12SB IF PLAYER(T,A)=44 THEN 1248 

1268 IF PLATER<T,A)=PLATER(T,LA$TA) TH 

EN 1198 

1278 SOUND 0,128,14,10;POKE PCPLAYER(T 
LASTA) ) "1 0 
12S0 POKE P(PLAYERCT,A)l-1,10:FOfl D=1 
TO 50;NEXT P: SOUND 0,0,0,0 
1290 GOTO 1190 

13BB REN **+SUBT«ACT FROM STACK*** 

1310 B=PLOFFET)+20:N=PEEK(B) 

1320 If i»STACK(M) THEN POKf B, STACK 

CT,3):RETURN 

1330 IF N=STACK(T,3) THEN POKE &,STACK 
CT SJ'RETURN 

1340 IF N=STACK(T,2) THEN POKE B, STACK 
CT,1):RETURN 

1350 IF N=STACK(T,1) THEN POKE B, STACK 
CT,0):POKE B-20,0 
1360 RETURN 

1 370 R EH ***ADft TO STACK*** 
1380 B=PLOFF<m28:N-PEEK(B) 
1390 FLAG=0 

1400 IF N=STACKfT,0) THEN POKE B, STACK 
(T y 13:P0KE B-20,HORSEf T) : RETURN 
1418 IF N=STACK(T,1 ) THEN POKE B,STA(K 
(T,2) ;RETURN 

1428 IF N=STACK(T,2) THEN POKE FJ, STACK 
U,3) :RETURN 

1438 IF N=STACK(T,3) THEN POKE B, STACK 
(T,4) : FLAG=1 :RETURN 
1448 RETURN 

1458 REM *>*PRINT ARflDU ON SCREEN*** 

1460 FOR A c 1 TO 4:ARR=PLAYERCT,A) 

1478 IF ARR<44 AND ARR>8 THEN POKE P(A 

RR)-1,10:POP :RETURN 

1480 IF ARRM THEN POKE PLOFF( T)-1,10: 

POP : RETURN 

1490 NEXT A : RETURN 

1500 REM ***HQVE PLACER ONTO BOARD 1 *** 
1510 P{0)=PLOFF(T):GOSU8 1310:PLAYERC 
,«*1 

1520 POKE P{PLAVER(T,A)),HORSE{T) 
1530 GOSUB 1380 
1540 RETURN 

1550 REM *++HDVE HORSES A»OUN& BOARD** 
t 

1560 IF PLAf ERCT, A)=0 THEN S=1:G0SU8 1 

318:PC1=0:GOTO 15E0 

1570 GOSUB 1950:6O$UB 1720 

15B0 FOR )("TOTAL TO 1 STEP -1 
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1590 IF X= TOTAL THEN 1610 

1600 POKE ^ (PLAlftRtT,*>) # PC:f OKE P(PLA 

YERU,A)W0,PC1 

1618 PlAYERU,A)=mYER(T,A) + 1 

1629 IF PLAYER(T,AJ=?1 OR PLAYER<T,A)= 

44 THEN POP :GOSU0 2169: RETURN 

1640 POKE P(PLAYERU,A)),HORSEO):POKE 
P(PLATERn,Am20,$TACKO,$) 
1650 SOUND 1,200,10,8 
1660 FOR DEL=1 TO S-B ; NEXT DEL; SOUND 0, 
0,0,0:SOUND 1,0,8,0 
16/0 NEXT X:G0SU6 1fl20 

im mm 0,0,0, ground i,0,0,0:$ound 

2,0,0,0:5OUND 3,0,0,0:RETURN 
1490 FOR N>1 TO 4: IF PLAYER(T,N)=36 TH 
EN PLAYER ( T y H) = 1 5 
1700 NEXT N;RETURN 

1710 REM toRQVE REST OF STACK IF C UNA 

ENT HORSE CN STACK*** 

1720 S=0;FOR 1=1 TO 4 

1730 IF A=I THEN S=S^1 :G07O 1750 

1740 If PtAYER(T,A) = PLAYER(T,I) THEN S 

H S*1:6QSUB 1760 

1750 NEXT I : RETURN 

1760 FOR 1=1 TO TOTA L: PLATER fT,I)=PL AT 
ERCT,I J#1 

1770 IF PLATTR(T,I)=34 THEN PLAYERU,! 

)-1S 

17&0 IF PLA*ERfT,I>=20 THEN PLAYERU,! 
>=43 

1790 NEXT L 
1400 RETURN 

1410. REN ***DOES HOUSE LAND ON OTHER H 
OftSE?*** 

'320 S=0:FOR 1=1 TO 4 

U30 IF PLAYER<T,A)=20 THEN PLAYERtT,* 

)-4i 

1440 IF !■! THEN S=S+1:60TO 1900 
1450 IF PLAYER(T,A)=33 AND PLAYERU, 1) 
-40 THEN PULrERlT,I) = 4fl:5=SM:G&TC 190 
0 

1460 IF PLAYER(T,A)=40 AND PLAYERU,!) 
= !3 THEN PLAYERU, I)=40;S=S + 1:GOTO 190 
0 

1470 IF PLAYERU, A)«43 AND PLAYERU, I) 
= 20 THEN PLAYERU, I)=43:S=S + 1:GOTO 190 
0 

1480 IF PLATERfT,A)=20 AND PLAY ER <T y I ) 
=43 THEN PLAYERU, A)=43:S=S+1:GOTO 190 
0 

1490 IF PLAVERCT,A>=PLAYER(T,l) THEN S 

= 5 + J 

1900 IF T=1 THEN IF PLAYER! 1 ,A)=PLAYER 
(2,1) THEN PLAYER(2,I)*0:T=2;GOSUB 3S4 
#:G0SU8 1340:T=1 

'910 IF T=2 THEN IF PLAYER(2,A)=PLAVER 
(1,1) THEN PLflfEiKI ,IJ=0:T-1 iGOSuB 334 
t-.mw 1340:T=2 
1920 FLAG=0 
'930 SEr I 

1940 POKE P(PLAYERU,A>)*20,STACKU,S) 
: IE TURN 

1950 BEN ***IS HORSE ON CARDINAL POINT 

1960 GOSUB 2410 

1970 IF PL=5 THEN GOSUB 2050 

1930 IF PL=10 THEN GO SUB 20 70 

1 990 IF PL=33 ThEN GOSUfi 2090 

2000 IF PL=36 THEN GOSUB 2110 

2010 IF PL=40 T i EN &05JB 2130 

2020 IF PL=20 THEN GOSUB 2150 

2030 IF PL=4J THEN GOSUB 2150 

2040 RETURN 

2050 FOB N=1 TO 4: If PLAYERU, N)=5 THE 
M PLATEAU, N)=30 

2060 NEXT N: RETURN 

2070 FOB N=1 TO 4; IF PLAYERU,N}=10 TH 




EN PLAYERU, N)=37 
2080 NEXT N: RETURN 

2090 FOR N>1 TO 4: IF PLAY ERCT jr »)=33 TH 
IN PLAYERU, N)=40 
2100 NEXT N : RETURN 

2110 FOR N=1 TO 4:IF PLAYERU, N)=36 TH 
EN PLAYERU, Nl=15 
2120 NEXT N: RETURN 

2130 FOR N*1 TO t: IF PLAYERU, N)=33 TH 
EN PLAYERU, N>=40 
2140 RETURN 

2150 FOR N-1 TO 4: IF PLAYERU, N)=20 TH 
EN PLAYERU, K)=43 
2160 RETURN 

2170 REN ***HORSE FINISHES"* 
2180 SOUND 0,140, 10, 14:SOUND 1,179,10, 
12: SOUND 2,178, 10,10;SOUND 3,177,10,9 
2190 J=0;FOR N=1 TO 4 : 1 F PLAYER C T,N1>4 
3 THEN J=J*1:PLATERU,N)=44:60TO 2210 
2200 IF PLAYERU, N)>20 AND PLATER fT,N) 
<30 THEN J-JM:PLAYERU,NJ=44 
?210 NEXT N 

2220 &=PLFINI5HUH20:POKE B,0:FOR K=1 

TO J 
2230 N=PEEK(B) 
2240 GOSUB 1390 

2250 If FLAG'1 THEN POP iGOTO 2300 

2260 NEXT K:PC=0;PC1=0 

2270 FOR DELAY=1 TO 100:NEXT DELAY:$OU 

U 0,0,0,0:5OUND 1,0,0,0:SOUN( 2,0,0,0 

;SOUMD 3,0,0,0 

2240 RETURN 

2290 REN ***P LAYE ft VINS-GANE OVER*** 
2300 SOUND 0,0,fl,0:SOUN& 1,0,0,0:5OUND 
2,0 f 0,0:SOUND 3,0,0,0 
2310 IF T=1 THEN ? PINANEt; 
2320 IF T=2 THEN 1 P2NAMEJ; 
2330 ? " u INS" 

2340 FOR 1=0 TO 124 STEP 2 

2350 FOR P=160 TO 32 STEP -I : SOUND fl,P 

,14,10 

2360 NEXT P:NEXT I; SOUND 0,0,0,0 
2370 ? 'PRESS FIRE TO PLAT AGAIN' 
2340 If STHIGCB J=fl OR 5TRIGM)=0 THEN 
110 

2390 GOTO 2380 

2400 REN *>**REPLOT POINT AFTER HORSE H 
AS MOVED*** 

24T0 PL=PLAYERU,A):PC=fEEK(P(PD) :PC1 

= PEEK(P(PLM20) 

2420 IF PL=36 THEN GOSUB 2110 

2430 IF t*\ AND PC=H0RSt(2> THEN NETUR 



2440 IF T=2 AND PC=HORSE(1) THEN RETUR 
N 

2450 IF PL=5 OR PL=10 OR PL=15 OR PL=2 
0 OR PL-33 OR PL=40 OR PL=43 THEN POKE 

P(PL),32:P0KE P(PLJ+20,fl: RETURN 
2460 If PL=fl THEN RETURN 
2470 POKE P(PL),75;POKE PCPLU20,0 
2440 RETURN 

2490 REN PREDEFINE CHARACTER SET*** 
2500 DIN NLSU8) 
2510 N-PEEK(106)-4 
2520 POKE 106, N-1 
2530 CHBA$E=256*<H) 

2540 GRAPHICS 1:SETC0LOR 4,1,0;POKE 75 
1,1 

2550 POKE 788,12: POKE 709,30:POKE 710, 
22: POKE 711,202 

2560 ! "NYOUT by Stephen YUlimon' 

2570 7 'INITIALISING ...Please Wit... 

■ 

2560 RESTORE 2630:FOR L«1 TO 36 : RE.AD A 
2590 RL*(L,L)=CHRS(A>:NEXT L 
2600 REN NACHINE CODE BOUTINE COPIES 
2610 REN CHARACTER SET FRON RON TO RAN 
2620 A-USB<AM(NLI),ft):POKE 756, N 
2630 DATA 104,104,104,133,204,169,224, 
153,206,162,0,140,0,177,205,145,203,20 
0,205,249 

2640 DATA 164,204,200,132,204,164,206, 

200,132,206,232,224,5,204,232,96 

2650 REN "MftRM*** 

2660 FOR 1 = 0 TO 7;HEAD D 

2670 POKE CHBASE+U0*8)M,D:NEXT I 

26&« DATA 0,0,4,2,63,2,4,0 

2690 REM "'SQUARE*** 

2700 FOR 1=0 TO 7:READ D 

2710 POKE CHBA5E+U1*&)*I,D:NEXT 1 

2720 DATA 126,126,126,124,126,126,126, 

126 

2730 REN +**HORSE*** 

2740 FOR 1=0 TO 7;READ D 

2750 POKE CHBASE+(59*a>+I,D:NEXT I 

2760 DATA 255,221,131,163,235,221,239, 

255 

2770 REN ***STACK 1*** 

2740 FOR 1=0 TO 7: READ D 

2790 POKE CHBASE*(27*8M,D:NEXT I 
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2800 PATA 207,239,239,239,199,255,0,0 

2111 REM r ^ C4C 2«* 

2S20 FOR 1=8 TO 7: REAP p 

2*30 POKE CHBA$E4{62*8)*I,D:NEXT I 

2*40 DATA 199,247,199,223, 199,255,8,0 

285 0 REFt ***STACK 3*+* 

2868 FOR 1=» TO T : RE A & ft 

3871 POKE CHBASfK29*83 + I,P;NE3n I 

2669 DATA 227,251,227, 251,227,255,0,0 

2590 REM STACK4 

2980 FOR 1=8 TO 7 J READ D 

2910 POKE CHBASE*(30*B)+i,D:NEXT I 

2928 DATA 255,235,227,251,251,255,0,0 

2930 ft EH ***CARD1NAL*** 

2946 FOR 1=8 TO 7: READ D 

2958 POKE CHBASE+£32*«3+I,0:NElO I 

2968 &ATA 60,126,255,255,255,255,126,6 



2970 

2980 

2990 

3000 

3810 

255 

3020 

124 

3030 

3040 

3068 
3078 
3088 

255 

3090 

3100 

3110 

size 

3130 

(I)=( 

3140 

3150 

LAG=* 

3160 

3170 

31«0 

3190 

3200 

3218 

3228 

0UWT= 

3238 

3248 



REM ***ST1CKS+** 

FOR 1=0 TO 71 i RE AD ft 

POKE EMM$E«X,I:NEXT I 

DATA 0,0,0,8,0,0,8,0 

DATA 255,255,255,255,255,255,255, 

DATA 126,126,126,126,126,126,126, 

DATA 60,60,60,68,68,68,68,60 
DATA 24,24,24,24,24,24,24,24 
DATA 28,20,20,20,28,28,28,28 
DATA 60,36,36,36,36,36,36,68 
DATA 126,66,66,66,66,66,66,126 
DATA 255,129,129,129,129,129,129, 

RETURN 

R EM ***CONPUTER THINKS!*** 

? 'THE COMPUTER IS THINKING..,' 

REM *+*RESET VARIABLES*** 

FOR 1=1 TO 4:CARiINALfI)-0:FINISH 

:TAKE(1)=0;$TACK1(])=0 

DANGER(I)=0:VALUE(1)=8:NEXT I 

FINISH=0:H1GH=0:CARHNAL=0:STACKF 

F = 0 

REN IF ALL HORSES ON SAME POINT 
REN OR NO HORSES HAVE STARTED 
REN THEN MOVE ONE HORSE 
FOR A-1 TO 4 
COUNT=0:fOR 1=1 TO 4 

IF PLAYER(2,A)=PLAYEfi(2,I) THEN C 
COUHTtl 

NEXT I : NEXT A 

IF COUNTS THEN A=1:RETURN 
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3258 REN **»DOES POSSIBLE HOVE EXIST** 
t 

3260 REN ***IN STACK OR TAKE*** 

3278 FOR A=1 TO 4 

3280 FOR 1=1 TO 4 

3290 IF IM THEN 3368 

3300 IF PLAfER(2,A34T0TAl=PUUEflC2,I) 

THEM STA£K1(A3=1 

3310 IF PLAYER£2,A)+T0TAL=PLArER(1,I> 
THEN TAKE(A)=1 

3320 IF PLAYER£2,A)+TDTAL=5 AND PLATER 

(1,I)=30 THEM TAKE ( A)=1 

3330 IF PLAY£Rf2,A)*T0TAL=18 AND PLAYE 

R(1, 13=37 THEM TAKE ( A ) = 1 

3340 IF PLAtER f2,A)*T0TAL=36 AND PLATE 

R(1,I)=14 THEM TAKE(A)=1 

3350 IF PLAYER(2,A)fT07AL=33 AND PLATE 

R£1, 13=48 THEN TAKE( A)"1 

3360 NEXT I :hEXT A 

3370 REN ***CAN HORSE FINISH*** 

3340 REN ***q« LANP ON CARDINAL?*** 

3398 FOR 1=1 TO 4 

im if FLAYER(2,I)<21 AND PLAYER(2,I) 

+T0TAL>21 THEN FINISH£I)»1 

3410 IF PLAYER(2,I)<44 AND PLAYER(2,I) 

+T0TAL>43 THEN FIMlSHtIi=1 

3420 IF PLAYER(2,I)4T0TAL=5 THEM CARPI 

NALCD-2 

3430 IF PLAYER(2,I3«TOTAL=10 THEN CARD 
INAL(I>=3 

3440 IF PLAYER(2,I)*T0TAL=33 THEN CARD 

INALU3=4 

3450 NEXT I 

3460 REM ***IS HORSE IN DANGER OF BfJN 
G TAKEN? 

3470 FOR A=1 TO 4 

3480 FOR 1=1 TO 4 

3490 IF PLAVER(Z,1)=44 THEN 3588 

3500 F=PLAYER(2,A)-PLAYER{1,I3 

3518 IF F>0 AND F<4 THEN DANGER(A}-1 

3528 IF PLAYERS, A3*33 AND PLAYER(1,I) 

>36 AND PLAYER(1,I3<40 THEN DANGER( A)= 

1 

3538 IF PLATER(2,A3 = 14 THEN IF PLATEM < 
1,A)>32 AND PIAYER(2,A)<37 THEN DANGER 
(AM 

3540 IF PLAYER(2,A3=20 THEM IF PLAT ER t 

1, A)>39 AND PLArER<2,A)<44 THEN DANGER 
(A)=1 

3550 IF PLAYER(1,A)»18 THEN IF PLAT ER C 

2, A3<=48 ANP PLATER(2,A)>37 THEN DANGE 
R(A)=1 

3560 IF PLAYERC1,A)=5 THEN IF PLAYE«(2 
,A3<=33 AMD PLAYER(2,A)>29 THEM DANGER 
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(A) = 1 

3570 IF PLAYER(1,A)=33 THEN IF PLATER < 
2,A3<=44 AND PLAYEIK2,A)>33 THEN DANGE 
MAUI 
35S0 NEXT I 
3598 NEXT A 

3608 REN **»FIN0 ROVE VALUE FOR EACH H 
ORSE*** 

3618 FOR 1=1 TO 4 

3620 IF DANGER£I)>0 THEN V ALUE < I >=V A LU 
E(l)f2 

3630 IF CARDINALQ>>0 THEN VALJE(I)*VA 
LUEfl J+CARDINAL(I) 

3640 IF STACKKD>0 THEN VALUEd 3 =VALU 

uthi 

3650 IF TAKE ( I ) >0 THEN V ALU E C I > =V ALU E < 
l)+lNT£RNP(13*2)+2 

3660 IF PLATE«f2,I)=0 THEN VALUE£I)=VA 
LUE C 1 3 ♦ 1 

3670 IF PLAfERC2,I»29 THEN VALUE(I)=V 
AL(JE(iJ+1 

36«0 IF FIM1SHCI)>0 THEN VALUE£I3=VALU 

U1U\ 

3690 NEXT I 

3780 REM ***FINP TRE HIGHEST HOVE VALU 

3710 H1GH=1 

3720 FOR 1=1 TO 4 

3730 If VALUE(I)>VALUE(HIGH3 THEN HIGH 

= 1 

3740 NEXT I 

3750 REN IF ANY NOVE VALUES ARE EQUAL 

3760 REN THEN FIND HIGHEST POINT 

3770 A=H I GH 

37S0 FOR 1=1 TO 4: IF V ALU E < H I GH > = VALUE 
<IS THEN GO SU& 3810 

3790 NEXT I:A=H1GH:IF PLAYER(2,A)>43 T 
HEN VALUE(A)=-1:G0T0 3710 

3800 RETURN 

3810 IF PLAYER(2,I3>PLAYER(Z,HIGH3 THE 
N HIGH'I 

3820 RETURN 

3838 REN **+CAPT0RE SOUND EFFECT*** 

3840 SOUND 0,199, 10, 14:S0UNP 1,280,10, 

12:? CHRK 1 25 3 ; 

3850 IF T=2 THEN f P^N AMES; 

3868 IF T=l THEN ! P1NAME1; 

3870 ? - IS KNOCKED OFF THE BOARD' 

3880 FOR DEL=1 TO 60:NES(T DEL: RETURN 
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FJLL SUPPORT FOH A^Afll 5T JUd tiJUt 
An ST ccmputiri Irom B.Bytit com* with m ■urruntr pack which IncllJdtl; 

UaaRH«4lHW*- 22ip«i«lltm sajSTH Pmlar 4 Rnt ttwd Plw 

1ttiDnlitaHWdiHdiwbuilm^E»Jto Orty C699.00 

Frwuity Mti *tptH jdviot ta h*ti ysw tht nool ml ol your nutin* wd: Bfi^ln i 
3.5' &^ Mi only E1 mk* N /on buy 40 w r 
30% oN Hltdtd H^Hn [hp U 
Up i 29* ol mhn Kir il DftM f 

Pimi wrili or phoni hr 1 1* ki tofmMkw pack 
B. BylM Computtf Systmi 

*, LE10 1UJL Td.; (WIS) 
All Pkm indude VAT. PAF may be ixln. 
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COMPUTER-WIZE 

Ekiy o 520STFM Summer pock with Integral 1 Meg. drive Irvc. 
Mouse, Basic dbk, Manuab ar>d £400 worth of free software - for 
ONLY £350 Inc VAT ft delivery 
We offer a wide range of access ones for all computers r wtth 
the following discounts: 
10% off hardware, SCttd off joysticks, discs etc 

and 30% off software 
We ftov& a minimum order at £15 



10 Wisemon Grove. Ne^ Oscoit. Suiton Coldfieid 
Birmingham B23 5VG 
Telephone: Q21-377 6698 
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EAGLE 
COMPUTERS 

South Wales' Largest Atari Dealer 



Atari DTP, Full range of software 
Plus Laser Printing in Postscript and 



Charles Street, Cardiff CF1 
Telephone; 0222 390286 





Contact 
Andrea Fawkes 
on 0625 878888 now 
to have YOUR company 
included in this section 
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Has upgrading your computer given 
you hardware you no longer need? Or 
have changing interests left you with 
unwanted software? Then THIS is 
the place to advertise your surplus 
items, Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look I 

An added bonU f auW ^c^ 

enthusiasts who*^^^^^ 



C^'fiedTd^ZZ ______ 

P ^ds can o n i v b* a 

■ 5^^ " , ** ,,,,, ' r « 
Efficient i_om **" " I 

T ° words. P POr wor <*. with a minim 

^ GUARANTEE " 
next av^ii.K fc Vour a _/ w;n 

- aVa ' iabfe '^ue of ^rfSS*'"'- !" ft. 



S 600 XL with data recorder, 20 
games, six books, numerous 
magazines, boxed with joystick 
v.g.c worth £250 sell for £85 
o,n,o. Tel: 01 454 3206. 

• Wanted 1050 disc drive in 
London area. Tel: 01 883 9888 
reasonable price or MAG40643 
after 6pm. 

• Atari 1029 printer + 600 sheets 
listing paper, buyer collects. Tel: 
0704 893465 price £70. 

• 1029 printer as new, screen- 
dump and listing software on 
disc, coloured ribbons, dustcover 
C90. Also books and cassette soft- 
ware. Tel; 0933 624912, 

• Atari : Mac 65 £30, Ultima4 with 
helpbook £15, Flight Simulator 
£20, Atari books mach.code 1+2, 
Map. Atari £6 each, Tel: Andrew 
021 551 6797 also Atari touch 
tablet £20. 

• 1050 disc drive, 800X1, 
recorder, joysticks, software 
£160. Tel: 0602 725909. 



S S00XL, XC12 recorder, joystick, 
50+ games, magazines and 
books £100. Tel: 0229 44958 
evenings. 

S Centronics printer cable and 
Atariwriter plus (disc) £60 
including delivery. Tel: 0505 
684181 after 5pm. 
S 1027 printer, Atariwriter, home 
filing manager and Visicalc discs 
and manuals £70. Teh 0775 
423069. 

• Wanted 1050 disc drive, 
reasonable price. Tel: 0602 
399715. 

• Atari 800XL. 1010 recorder, joy- 
sticks, over 100 games £140. Tel: 
Cambridge {023-31 311329. 

• Atari 800XL, 1020 disc drive, 
1010 data recorder, 1029 printer, 
c/w Font IV over 30 games, 
cassette and disc plus disc based 
business software plus books 
and mags £450 o.n.o. Tel: 01 708 
1945, 

• Atari aOOXL 10SO disc drive. 



1010 tape deck mags, books 
many tapes and discs £180. Tel: 
01 467 8513 evenings. 

• Atari 300XL 1050 disc drive 
with Double r XCII cassette plus 
software £230, Tel: 0455 283641 

• 800XL disc drive, data recorder, 
touch tablet + wide range of soft 
ware both disc + cassette, worth 
over £600, sell for £280. Teh Gary 
0245 267015, 

• 65XE outfit for sale, 24 games 
£150. Tel: Ray 01 299 2011. 

• Atari 400 45k F/S keyboard, 
1050 disc drive, 1010 recorder, 
manuals £150. Tel: 05627 68754, 

• 800 XL, 1050 drive, 1027 printer, 
two joysticks, games -l- books, 
good condition £250. Tel: 08575 
2914. 

• Wanted 1050 disc drive, also 
1027 or 1029 printer. Tel: 0732 
323608. 

• 800XL, 1050 disc drive, XCII 
recorder, disc software ( appro x 
value £250}. Majority wargames, 



role playing including Kampf 
Gruppe r Wizards Crown, Ultima 
IV etc £185. Tel: Sheffield [0742 ) 
3026S3 (evenings J. 

• aOOXL 1050 disc drive, 1010 
recorder, joystick + 50 software 
disc and cassette + mags £179. 
Tel: Nottingham 383510. 

• Atari 1029 printer £80, Atari 
1050 disc drive and software £90 
both hardly used. Tel: Bridgwater 
424090. 

• 130XE, 1050, 1010 tape, 1029 
printer, Touch tablet, loadsa soft- 
ware, disc, cassette, books etc. 
Paid £800+. Bargain at £300. Tel: 
01 697 0576, 

• For Sale: Atari BQQXL plus new 
tape deck, exc condition, 50 
games, Tel: Horsham 50570. 

• 800XL (two one with faulty 
Ram), 1050 drive, 1010 recorder, 
{broken key), joystick, disc, 
cassette, rom software, will split, 
no reasonable offer refused- Tel: 
0507 604107. 



Fill in 
now for 
the next 
issue 
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\ certify that any software offered 
for sale is original and not a copy 

Signed- 



(or L 



Name. 



Address 



POST TO: Atari User Classified-., Eur_p_ Hous*. FHEEPOST, Macclesfield, Cheshire SKI _ 4YB 
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JUST a few words to whet 
the appetite of ail Atari 8 bit 
users who would like to do 
something else than just 
play games on their micro. 

With the aid of a short 
wave radio the Atari can 
listen to morse code and 
display the translation on 
the screen, decode radio 
teletype signals and iisten to 
weather satellites. This 
information can be dis- 
played as a picture along 
with temperature and cloud 
information. 

Although it all sounds 
very expensive it needn 't be, 
I use my 800XL to decode 
morse, teletype and fax pic- 
tures on simple home made 
interfaces that plug into the 
joystick ports and They all 
cost me less than €70 each 
to build. 

Perhaps if people realised 
the quality of the Atari and 
its broad spectrum of 
capabilities it might be 
better thought of - M. 
Wright, Chelmsford, Essex. 

• Thanks for the letter, 



Tune in to Morse 
on your Atari 



other readers might be 
interested to see your 
interfaces and gadgets. So, 
write in and tell us more, we 
are atwavs interested to see 
what Atari enthusiasts 
around the country are 
doing. 



Basically 
unfair 

OVEB the fast six or seven 
issues of Atari User I have 
seen frequent mention of 
the Basic XE/Xi program- 
ming languages. Nearly ail 
reports on them have stated 
that they are far superior to 



the old 8k Basic built into an 
XE/XL micro, 

So if they are so good why 
don 't you publish listings in 
the magazine for these 
super languages? - James 
Bee, Jesmond, Newcastle 
upon Tyne. 

# The Basic XE/XL language 
cartridges offer a far better 
programming environment 
due to the number of extra 
routines - sort, procedures 
and many more - you get 
with them. They are also a 
lot faster than your old 
Basic. 

We would like to publish 
such listings but it would be 
unfair to readers who onfy 
have the standard Basic. If 



Cure that keyboard glitch 



CAN you please help me 
with a problem I have with 
my 130XE computer? My 
Option key has stopped 
working and I can't figure 
out what to do. 

Do you know of a quick 
cure to my predicament or 
will I have to send it to 
someone to repair it? — 
Richard Head, Westminster, 
London. 

• Unfortunately the 13DXE 
keyboard can suffer from 
two small problems that 
luckily, rarely raise their 
ugly heads. The first is that 
the metal tracks that con- 
nect the keys to the main 
PCB tend to oxidise. This 
stops them making a circuit 
when a key is pressed. 

Trie second glitch is the 
cause behind this oxidis- 
ation problem. The function 



keys are fed with their own 
5v power supply and it's this 
that causes the build up of 
oxide on the track. 

It may be possible for you 
to fix both of these yourself 
but the job of doing so is 
quite involved, 

However, for the stout of 
heart, here goes: Remove 
the lid from the micro - the 
four screws on the 
underside hold it in place - 
and then gently unplug the 
keyboard membrane from 
the connector on the main 
board. 

Unscrew the main PCB 
and twist open the metal 
tags so that you can remove 
the casing. Now you will 
have to locate resistor R95. 

You'll find it in the bottom 
right corner of the board 
where the ? and Shift keys 



would be, but don't worry, 
it's labelled underneath. 
Now carefully unsolder it 

jf this is replaced by a Ik 
I0 25W) resistor the track 
oxidising problem will be 
solved, 

If this doesn't effect a cure 
immediately you may have 
to Take the keyboard to bits 
and clean the tracks - a can 
of PCB Cleaner (code 51- 
111 08) from Cirkit wih do the 
trick. 

Be very careful not to take 
off the tracks altogether, as 
they are very easily 
damaged, 

This is not an easy task to 
undertake and quite poss- 
ibly a Mttle too much for a 
novice. However, a service 
engineer familiar with Atari 
equipment will be able to do 
the job for you, 



there was a sufficient user 
base of readers with these 
cartridges we could con- 
sider a section in the future. 

Spectral 
answer 

WHAT a wonderful idea it 
was of yours to run two 
maps showing the caves 
and monsters of the 
Eidolon r After following the 
routes plotted in the May 
issue and then the hints in 
the June one I finally 
completed the game. 

But now I have a little 
question for you to answer 
for me if you can. 

What does the word 
Eidolon - used in the title of 
the game - mean? I know it 
doesn't have any important 
relevance, but I was curious 
to see if the people at Atari 
User are on the bafi. - Sean 
Canning, Manchester. 

# Right on the ball ! Eidolon 
means ghost or spectre. 

No match 

PLEASE can you tell me the 
address of Ocean Software? 
You see I want to buy 
Match day football. I've 
looked for it everywhere but 
I haven't seen it advertised, 
so now I want to write to the 
company directly. - Robert 
Maddison, Dobwalls, Corn- 
wall, 

• The address is: Ocean, 6 
Central Street, Manchester, 
M2 5NS and the phone 
number is 061 832 6633. 

However, Ocean hasn't 
brought Matchday out for 
the Atari and doesn't plan to 
do so. 

Happy with 
cartridges 

iN the January issue of Atari 
User there was an article 
about the re-release of 
several games by Atari on 
rom cartridges. Being new 
to the Atari range of corn- 
Turn to Pago 50 > 
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From Paget 49 

puters - having just bought 
an 65XE and tape deck - I 
found it made for informa- 
tive and interesting reeding. 

Can you tell me if my 
micro with 64k of memory 
will run the games 
mentioned? And if they 
won't, is there any way that t 
can modify my computer so 
that they wiff work? - Martin 
Austin-Price, Somerset, 

• The rom cartridges 
mentioned in the article will 
plug into any Atari com- 
puter — no matter what 
amount of memory it poss- 
esses - and work perfectly 
well This is because all the 
program for the game is 
held in a rom chtp on the 
cartridge board and 
executes directly from it. 



LETTER 



Yet another 
dimension 

IN the May 1988 issue of 
Atari User there was a letter 
from Mark Wifkie who 
wanted a Graphics 8 screen 
dump routine that wiff work 
with the 3D Plotter program 
in the March 198? issue. 

This simple addition to it 
wift a flow screen dumps 
to he made to ail Epson- 
compatible printers. Aft you 
have to do is toad in the 
original program and add 
these lines: 



1000 T=1:HM6B;B=PEEK(&a) + P 
EEK(E9 3 *256:N=0: LPRINT CHRt 
[27);CHI$(64);CHR$(27);CMR$ 
(65);CHR*(B);:POKE 764,255 
1010 FOR F=9 TO 39'. OPEN #1, 
8,fl/P:*:PIIINT (f1;tMM<27>; 
[HR5(4Z);CHRJtM);CHR»(H);CH 
ft$(L);;F0R G= 1 59 TO 0 STEP 
-1 

1020 IF PEEK(764>255 THEN 
►=PEEIt(Bt(fi*4l>*F):PRINl # 
1 ; C HfiS C D > ; : NEXT 6: CLOSE #1 
: NEXT F 
1030 RETURN 



Thousands wait for games 



AFTER reading the tetter by 
Stephen Buxton in the June 
issue of Atari User / felt! had 
to write to express my feel- 
ings on what is now a rather 
serious subject. 

It appears the 8 bit range 
of Atari computers have 
been deemed unsuitable for 
the current market. This is 
an appalling situation. 

Judging by the tetters you 
have published and the 
popularity of your magazine 
1 find my set f stiff confused 
as to why software houses 
say there is no market. 

If a company produced a 
game and sold it at €5 and 
then went on to sell only 
2,500 copies that's still 



€12,500. 1 may not know 
much about marketing, but 
surely there is stitt a profit 
margin there somewhere, 

A few years ago there was 
supposed to have been 
more than 300,000 Atari 8 
hit computers sold in Britain 
and Europe. Even if half of 
these have sold their com- 
puters and bought STs that 
still leaves a substantial 
number of toy at followers. 

Even after 10 years the 
Atari is a machine that is far 
superior to any other 8 bit 
on the market. I find it very 
upsetting to think that my 
computer will soon become 
obsolete. However, this 
won't make me buy a new 



WIN A 
TENNER! 



EACH month «• ^ 
award £10 P"* es ,or 
*™ os t interesting 

^ent to us. 

So now there's more 
reason than aver to co^ 



tribute to ©ui lively rnail- 

bag pages. 

1£ your pens out 
start writing and you 

could be °' tT,e 
winners. The address. 

MaUban Editor 
Atari User 
Europe House 
Arlington Park 



42fl POKE 7fi4,255:?-lHPUT A 
NGLE ':INPUT NN 

540 NEXT L 

541 ? "PRESS TO DUMP 0 
R <REI> TO CONT" 

542 IF PEEK(764)=58 THEM ? 
'HJRPIN6':G0SUB 1080:60 

TO 541 

543 IF PEEK(7iO=U THEN 6 
OTO 420 

544 SOTO 542 

550 POKE 764,255;ftETURN 



Another useful change to 
the program is to change 
tine 570 to read: 



m X2=(5=7)HS-6) + (S=5>-t 
S*1|>-(S«11)-(S=9) :TZ"(S*1 
5) + (S=9) + (g:5)-lS=H)-(S-1 
0>-CS=6) :WP)C=NPK+X2*3:PlPlf= 
APmZ*3 



and then alter the main pro 
gram. Here are the changes: 



This allows you to include 



diagonal movement when 
drawing the 3D shape. — 
Michael Clark, Lichfield, 
Staffs. 

Stuck-up 
monsters 

AFTER opening my June 
issue of Atari User / was 
pleasantly surprised to see 
the software and hardware 
catalogues from Sitica 
Shop, t didn't know there 
were so many games avaif- 
abte for my Atari micro. 

After aft the letters lately 
complaining about com- 
panies ignoring the Atari 8 
bit range it's nice to see 
Sitica supporting it - even 
though it is only one corn- 



one, t stilt know which is the 
best. - Andrew ! Reid, 
Ne wcastie-Upon-Ty n a. 

• Writing and selling a com- 
puter game isn't as simple 
as you seem to think. Devel- 
opment and royalty costs 
soon cut down the profit 
margm. 

The main reason behind 
software houses not pro- 
ducing games is that dis- 
tributors won't take the 
goods once they have been 
written. 

These are the culprits 
behind the decline of the 8 
bit Atari. What's the point of 
spending money devel- 
oping a game if you can't 
get anyone to sell it for you? 



pany out of hundreds. 

My only complaint is that 
it was setlotaped across the 
superb centre page spread 
of the Eidolon monsters. - 
Nicholas Latbowsky, Wash- 
tngton D C 

• With the catalogue being 
so bulky it needed to be 
attached at two corners. The 
only place with sufficient 
white space, to avoid des- 
troying text, was the centre 
pages. 

Rally round 
for a view 

PLEASE can you teit me 
what happened to the 
Speed Run rally game by 
Red Rat? I read about it in 
Atari User a white ago and 
saw it advertised by a dealer 
in the magazine, but 1 
haven't seen any mention of 
it since. When is it going to 
be released? - Rolf Heel as, 
London. 

• It appears that Red Rat is 
still doing some develop- 
ment work on the game and 
plans to release it very soon. 

We took a look at the pre- 
release version and were 
very impressed - it s well 
worth the wait. 
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Ten 



ofth ****tu mtit 
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These two exciting compilations bring 
together some of the very best listings 
from the pages of Mart User. 

Whether you like games or prefer 
more serious pursuits there's 
something here for you — and you can 
also learn a great deal from examining 
and modifying the Basic listings. 



Ten 



of the Best Games 
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Spacemaze 




ONLY f»Jl.95 



. - - or just €1.95 each when 
you fake out a new subscription 
to Atari User - or if you renew 
your existing subscription. 



Bounder was the game you liked best of *tft. 
Now. in BOUNDER PLUS, we ve made it even 
better — with SfX exciting new screens to test 
your dexterity. Bounce up and down on the 
springy trampoline to hit the many targets 
white avoiding the ha/loons. (XL and XE only.} 



TO ORDER PLEASE USE THE FORM ON PAGE 53 





fabulous 
programs 

from your 
favourite 
Atari 8 bitmagazine! 



Due to the tremendous success of the last Ten of the 
Best compilation we have compiled a new disc full of 
the most exciting games that have appeared in 
Atari User over recent issues. 

There are stunning shoot- 'em-ups, challenging 
simulations and thought 
provoking strategy 
games alike - and all 
for only . . . 




Ten of the 
Best Games 
Volume II 



Oam Trouble - Classic arcade fun nuts «o,. in 

Reversl - Can you beat the computer in thic 
danced version of the classic oTe^VS 

J«M Gun flfaite^rThTfiTst ever listing for the 
io Peat the cl ock using the light gun 

ISn"^,: SSI" Unde ^ound explor- 
I-'"" v ^ hlcle through increasingly difficult 

Sl&T**" tUnnels a ^«s 
^s? o ro?thr^ Uri ^^«ion in our 

you h"S " S excitement of nava ' i 
Vguhunt the oceans for enemv M ,h^ as 

vou S , yo "' su P er hi -tech bouncing buggy 
yg!jaretheJa £h_ope against the w tttiteafoS 

St ISE "t** 1 " Test your a^a^To^ 
ntn . T snootln g game. How many birds 
can you bag today? y 0s 

Salo0fl gambling in the Wild West a«i 

th " h 6 * hree of the meanest card pSIera 
this side of Dodge Cifv The™ J^' Z p ayers 

stake than just car ds ay be m0re at 



Dam Trouble 



Colour Puzzle 



TO ORDER PLEASE USE THE FORM 



PAGE 53 
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Protect your Atari 



k 



with this luxury dust cover 
for your Atari XE or XL . 

r V77^^j§^ : : \ * ts ma ^ e of clear, water- 
L r r/f A T i I resistant vinyl and 

^ — — _1 bound with strong cotton 

Only £3.95 

. . * and your Atari Users 

A year's supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 

Only £4.95 




Secure storage for 
your 
discs 



The ideal storage 
medium for your 
5,25in discs. 

The luxury padded 
PVC boxes are 
strongly made to 
protect your valuable 
discs and can be packed 
flat when not in use. 

Holds up to 60 
5,25in discs 




£4.95 



| Disc storage box 

Holds up to 60 6.25" discs £4.95 7098 



Atari User binder 

Add £2 Tor Europe mc Ei ro/£fi Oversea 



£4,95 702:9 \ 



Dust cover 

13QXE £3.95 70S} 
8WXL £3,95 7060 
Add £l far Europe ire Eire/Ovcrseae 



ORDER FORM! 






1 JL Special prie# if aff-ompa n i«d 1 
1 by subscription op renewal 


Valid to 

31/7/88 


Atlprvxt include postage, packing and VAT 
Overseas orders despatched by Airmail. 


(✓3 £ p 



i 

i 



Annual subscription 

NEW 

UK £16 7fX)I 
Europe (incl . Eire)£l 8 7063 
Overseas (Airmail! £33 7004 

Commerce with 



RENEWAL, 

7002 
7761 
7702 



issue 



T?-Ty XT 1 !? 1 \ ALafi ExecuCard 7033 
rtXJhEf \ Starquake disc 7024 
(TS^^Ty)/ Starquake tape 7023 



Back Issues 

£1,60 UK. £2.00 Europe & Eire, £3-Z50veneaa 



March IBB 7 
April 1 987 
May 1987 
June 1937 
July 1987 
August 1987 
September 1987 
October 1987 



74} 1 
7412 
7413 
7-114 
7415 
7416 
7417 
7418 



November 1 US 7 
December 1987 
January 1964 
February 1963 
March 1988 
April 1 364 
May 1968 
June 1988 



7-/ nt 

7420 
7421 
7422 
7423 
7424 
7425 
742$ 



Ten of the Best tw^^w^ 



(lames Vfll 2 dmc. 
Ga mes Vol 1 disc 
U til high disc 



* II. 9e 

* i' I a; 



£4,96 7US3 
£4.95 7013/7014 
£496 701717613 



Add £1 for Europe inc Eire/Overseas 



Guild of Thieves 

Atari 800/1 30 disc 



# TH,9"j 



£14,95 mi 9 f 7026 



Atari Data Bank <~tp**w <J£fr 

[JJUJU £16,99 7027/7028 \ ] \ 
Add £1 for Europe Lnc Eire/Overseas 



Atari ExecuCard f » w 

Add £1 for Europe inc Eire/Overseas 



£4„9& 



7026 I 



Starquake m ■am 4) 

Tape £4.95 

. Disc £6,95 
Add £1 for Europe inc Eire'OverHeaB 

Atari User Toolkit <™ 

Tape £5.95 

Disc £7,95 
Add £1 for Europe inc Eire/Overseas 

Mini Office II 

Diac 4W800VX1VXE (48k) £19.95 7050 
Add £2 for Europe inc Eire/£5 for Overseas 



Hcttdcti in Kumpe (inc Ki re) add £2i per ilem. 
OveraeaH add £4 per item unless otherwise indicated 



7030 
7047 



7021 
7022 



TOTAL, 



S»nd io; Database Publications, FREE POST. 
Macclas field, Cheshire SK10 4YB 

(No ftamp needed if peeled in UK) Please affow 26 days fofdeivwy 



Payment; please indicate method (/) 

Mil I I I I I I I I I 



Etplry 



MO. 



JJ 



Oder at any ttm a of th* <ftry Of night 



. * 



Fa* OncteJs; 
A6J5 879966 



O/ittew by Pf&sfof; 

Key -SS, then 61 4561333 



72 MAGS* 1 



| Cheque/Eurocheque maG-e payable :o Da1a£ia5e Publications Led. 

Name Signed 



Address. 



Don't forget la give yaw rmm, tddftt* mdctwdit CArd number 



.Post Code, 



ENQUIRIES ONLY: 0625 879340 9am- Spm 



TbL 
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»aae«J 
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TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 

READ ON! 








(4 








w 



Are you tired of waiting for cassette games to load? Would you kike to 
transfer them to disk for tester, more reliable and convenient loading? 
You may have heard or read that this is not possible. Wei not only is 
it possible, bul there is a program, Transdisk IV, that will do it all auto- 
matical iy. you require no knowledge of cassette protection techniques I 
To put it simply, Transdisk IV will read ANY Atari cassette, (single, multi- 
stage , no n -stands rd form at , 64 K - no p roblem ■) , re move the prolectio n . 
then place it on to disk for you. Plus, to toad and run the new disk version 
ol a cassette program requires just one keypress from a convenient, 
autorun menu disk. 

The cost ot this, the most powerful tape to disk utility for the Atari is Just, 
£24.95 inclusive of first class delivery. Also comes complete with com- 
prehensive} instruct ons which were specially written with the cassette 
upgradar aid lirsl time disk user in mind. 

Requires: Atari 800XL or 13QXE Computer with disk drive and cassette 
recorder. 

Remember, that not only wilt you save money on upgrades to disk 
(ft they are available) but many games are only avaifahfe on cas- 
sette anyway so Transdisk IV has to tea worthwhile investment! 

Send an SAE or phone for more details of l his utility. 

Make Cheque or P.O. payable to DIGICOMM and send your c-nder to - 

DIGICOMM 

1 70 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 8BG. 
Tel: (0908) 66370a. 

Demonstrations arranged for caiters by appointment 
*For your convenience Irom the original cassette only. 
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GREMLIN GRABBER//! 
TOALL1050 OWNERS 
WHEN YOU PURCHASE THE 

1050 LS. PLATE. 

frmavatatf Saftwara and CHiPS bring you 

TNE ULTIMATE DRWE ENHANCEMENT 
Plug in, easy to fit PCB with full instructions. 
Will run Happy, US do u bier, Archives Laser and 
Warp drive software. 

Will run all available disk operating systems. 
Hf-SPEED read ing & writing gives an increase 
in speed by a factor of SIX! 
D'v Built in diagnostic tester, sector copier and 

special back-up menu 
D'v Full 16K of RAM on the PLATE, 
uv Comes with FREE Gremlin Grabber III the 
most comprehensive Ht-SPEED backup utility 
disk on the market, complete with manual. 

NOW £20 OFF at £69.95 inc.VAT and EEC. postage. 



IV 

try 



Qmif available Iran 




'CHIPS' 

DATA D1KKCT LTD. 

53 RUGBY ROAD, 

WORTHING. 

WEST SUSSEX, 

BNI 1 SNB. 

TKL: (09031 700*04 



NEW ON THE MARKET! 

MOUSE HANDLER CAPABLE OF SMOOTH 
PRECISON DRAWING 
ST MOUSE with no hardware modifications, for use on 
any 8 bit Atari, ST MOUSE, Handler Demo Programme 
£24.95 inc postage, 
(disc or cassette) 

DO YOU WANT TO SPEED UP YOUR 
PROGRAMMING ETC? 

Then send now tor FIG FORTH, the fast and versatile 
language for the S bit Atari with a minimum of 48k 

memory 

FIG FORTH comes with 
useful sample programs 
and can also be used 
with an ST MOUSE with 
no hardware modifica- 




tions 

FIG FORTH DISC 
£14.95 inc postage 
FIG FORTH PLUS MOUSE 

£35 inc postage 

Send a SAE lor full price li&l of 
Public Domain Software 
Pleas* allow 28 days lor 
delivery. . 

Pulur Soflwi f« Lid 
A Church Hill Road 
Ei«t Barn*!, rlirti, EN4 8TB 
Ttl: 0 1 -44 i 07U» 
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ST PRICE INCREASE 

Dub id a worldwide shortage ol memory chips, prices of 
many computers have gone up. From April 1B8S r trie Atari 
ST rangffl Is also likely to be affected. For details or arty 
price increase, pJease return the coupon below lor our 
(im literature 




ONLY FROM SILICA 



F*v«l(y. lhare* ■ pfrtenfJ computet 1h*J rtoi o«y lohw prulm™ m« munr rr*npi,lDn, but alio hKw 
lb* one pnrtiem Ihat obher computer* have crailM *.irrii:loi:ihry 3am Snap — p l u e e e d CP HMK ihg 
IT WW ol pvroma(/buiina» compute™ from Alan. The ST was designed Linking ru mcdi iwdeni 
b'ukihr&ughd in HiriccirHjociiy Wehnoto0y. pruduang a pwwa compuler thil pf'rirrn: laifcs w,lh 
lewar para. Whtcri muni it coin Iau lo make And **» H bvy Th* 1*19*1 ST co^Hiln low wickjds 
bull m wmr NHlllInf buM in dak onvn The TCtS opotailng >v> l*m and GEM windcn anvlronrwenl 
RDU iJilp* ■heft *■*> *lrn*ijy irv,h*j«j .n 1h» ST keyboard Thia enable* automatic iratarri 
booting when yo^ iwlch on. Silica Slop ireptoaudloolniMhi compter* Auri ST ranfl* Our m*il m-iUjf 
dtpiniTioni 1* iiiu*i>d -i F,tir:up *-uj w« hnw 3 *i*ii ojHeti ai Sidcup. Lion K>uie 1 1 ctlBn|-j>-i Goun Rd) 
md Sellndgs* iO>.1on3 Slracli Wo nit* oighi yeen axpaftanc* of AtA'i pfoaucn. Inng*r ihtn *ny rrihnr 
LK wtuvty km! ji -h whII hhIbK ,i-«Ki nt Ih* JK j mc 1 * Ian jpccmlul With a prDup turnover or cmr ES 
niltor and >n e.<c*si ol BO 1tj.1t we otter v cu unbaauhlA Mmc* and *upfH>rr vv* pinnae «mjrii 
lie i m ahiuh yiHj win find n-vHii-ihiH during your Man computing Mb and moal or I hew liclllbee ara 
l«Bi JblB ONLY FROM EML1CA W* s-jgeest IKu yOu Hid I r imiHjh whAI ih Pi*™ !y rjllV. beHrjr* you 
Otenl« w'hhv irj purrjh««e your Man ST 

FREE STARTER KIT - Only From Silica 

Waan ^Ou purcftaee any AMm ST '.eytmeni, you will rwl only receive the beat talua 1« money compuiar 
int- miin' ihii >n.i win m»:i ii«:hi.h hih ini.j»n-g irr^-. A|gn Corpora I ion ag p*/tol the packaga: 
r a*SCiWHnJ«*?aOnU t*liNi4J 1 ST O^iWr* Hwii ' TQS.>GEU o^mU 

M yAu buy your ST tram Silica Shop, you wnfl aaw raoatia 

' Nr'.Vhuwif S«nnp*> r " coiCiA- prjp.nifi pnpovam ' M Hrbrn' - Wona PnxMtof 
h addntun. «* « S'.kj «u.ih.i hhn- 13 «n ^ijij gul oil lo a nyiop slnrl wilh your n*w campi'Mr, so we hare 
pul logtthar x spec * IT B-TAHTEH KIT Kcmh n™. f1M which ■* hi* Qiying a«n> FHEE OF CHAH&t 
«iii rmqry ST computv purcltaHd at our normal rata 1 1 prtcu Thli kit 4 av^ii.ii - ONLY FHQIa tILiCA 
in: 11 himih-1 »> |.i::v- imij uiqrr with a imluattB mtrochictKHi bo the world ol cootfuilvif . Wa an conllnuaary 
.poradinq f* 5T Slarlar Kit, atiich ciytliin* public <k*n*in and other acwd aorTwara, at wall a* booki, 
nicacmn and accaiaon«all rataiwl to SI CL.Tipi.ririq R« u m uva MuftnA b*4<tw 10* hjatdfUMk 

DEDICATED SERVICING - Only From Silica 

<ii im Shcp w* iB^e- a dac<alBd 5*r>ica dapanmant at i«i*r lull Ima Atari ira^HMl technical iritl 
■■1 ium d utaih 0*»£**1 10 i*r.lcinfl Ami cdn-cuhsi prwjgcr, Th*« accumuiatod •nowkidg*. skill 
ah* up™ rnakof. Ihen aacorKl hi nrjo* In Ihmr tlald Vou tin Da aura chal any mtttk e*rr**d c*jt bw 
♦•m 11 o1 fh* ninf*!! irjci.l*nl *. KlanrUiin i-A nnvn.:in S .t(1 w- (HJhBVt ',na ChNLT FHOM 

VUCA In addition to providing 1uM aamcing lacllit*! lor Acan ST compuiAn fnoch m iml mil nl 
warrantf V Our M*wn d ilaa iMh in nflm ninmniy nrv) mixJulalcH opgradoB lo S 1 Domptitara 
1Mb HAM UPGRADE: Out u«grad* on tna uanwn Atari SSdST-M »■ SKJST-fM kBytcvTl will 
inivau* ir>H mnmiM-y IrrjHi iijic io b m»pn lliaiK It hum a tuJ I yeat wanranty and li aiudabt* Irom 
Stica it in additional null prk?a nf only CBQ 06 l -VAT I EWj 

TV MODULATOR UPQFJU3E Silica dan gpgr*4* ih* 1W1ST-F fj m.-iud* 4 TV inodXilalDi 10 
•HI |trnj can than uaa Ml witfi your TV aat Thai la an Internal upgrad* and duu net *iKOhi* any untidy 
aawnn Ihixmi A ■■ a hi* ^ s)n«'i your ST to any domaalK TV » includad in the prlca ol 1h* jpgradn 
which li only E4S |m VATi Th* vp&WH m tlM Miiab** (or aa*ty S30ST ctmpurtrs at bha tame pnea. 

THE FULL STOCK RANGE - Only From Sitica 

W* am n> k*wu iiia k* yf Alan rslated prodLdi and our wartnoLrio cirrm j ilock ar o«*r LA milllcri 
W* irr^or many aclwar* ntlHi dirsci ln>rn in* U3A and yw, mii lird Nhal wb hivB r*# -cIbbi*! -i 
whanca of rnanyo* our corrfMhcon Lnhka dailan whu may :irr, iwik mhIh: im: nrwi]. hjjv* i*hi fun 
r-ferio* In aMdirjn. wr carry a comptala Una at all boots whacfi haw baan arfltlan about ih* Abfen 5T A 
ranga u whH « cuts la aanaafhlng you wjl| hnd it avallabh OHLT ■ROM tlLlCA. 

AFTER SALES SUPPORT - Only From Silica 

IhI anurad thai ahan you bun/ yQ& ST Mom SilrCa Shop, yuu tie fully wpporlsc Dkir Irae mdihrgi 
I iv* nrm ol rpiaBB i and deveioprnants. Thai w*N hatp m kaap you up 10 dala Mh m« aoFHriP* raafeHM 
M mtt u whal'i riapetfaWiA. in lh* Altri man«l And m aoVjihon. our aalet *taH « a* tha and or a 
KH^or* im* to Mnrc*- aM ot your Alan raautWriMibi M yrju purchaut an ST Iron Sllit* gnO **» 
inp tacnhHJU aihic*. w* fi*v« a tun limv i*chnicrJ1 Buppoft 1aam 1n hatp you gat Ih* bow hrom your 
«¥rp<jJ*r MjKausB wahayatMirh tha alaPI and bna i^wniaLvc-lically iiMiKjtimi r : i presiding mi-ci vi^tv 
aarwajf on AtHl ST Hanputanj. +'i? coHid«r-1 that ow mm arvoy an BMcapbonally high htnal or 
teppofi T nn can be nK»ued DHLT FDDaf BILMCA 

FREE CATALOGUES - Only From Sifica 

Ai Silica S^oo. we nKognne lr--at saroL3 uiori. requira an in dap* h rtdvnuion a*rv<a. which it why w* 
nail h*lt ftawfMftnj: t/ril price MIS 1r> ou r ST pwntri Thaaa are up to 4ft pagaa long and an- cram mad 
wilh technical daiilli u >a4l at iMcUtl niitn «ch] p*oducf dMcnpliofTi H you han already purchased an 
ST and -cMc hha to have yout nam* id dad lo -tint nu>hrv) liii. ct*A*« :»jmpMe if<e ■ ■nip-jn li '«bjrn it 10 
«• Th«j .i' n Oimli u n aarvwa • B¥i-^C!l» ONLY FROM SILICA 

Ffl£E OVERNIGHT DELIVERY - From Sifica 

Mai oroen in procauad ihrouah our C0""*un*f wfaSin H hour* o* receding Wo* hardwa 

Wht an tent by tha cwrntght QFHXIP 4 courlat saritca FR6F of r.HARriF in cinrcimnrf. wiitnn sin? 
d(C Thia maihcO ntapi to pnaum minimum rjetayand muimum protection 

PRiCE MATCH - Only From Silica 

w* hop* ih*i ih* combinalirjn pt our ow p'ic«. F Hfc b UK dtriivary sanicB. FREE Starter Kit anc FHFF 
iImp ukd uppon. anal ba enough lo meat you buy your Atari BOuipm»ni Irom S*ca Shop 11 hawevBr 
"*•* m aomelhirta yotr wish to purcniie Jtnd you Plnd one aH our campechQn <j Mining li «1 * liywnr priw. 
I*<'| ptaida coniac' i>i* Ml** rj*jujrimBr.i. pirj.irj,ng jj. vyrlh our compn'lo' j nama, addraaa ind 
ifitphrjnp number. I> our co*np*ti1or hai tha goods In aloca. -a* mt-m Aiymatly meach ah« oMpr icm « i«me 
:- :-zuli sji-u frU:* ta»*i*i *nd aiill p'ry.ir>. you wlh our normal 1rse dBli-Miry Wb raaliu thil wa ate nai 
I 1 " only company arho enJI malch 1 compaiinx 1 ! pne* Ho m *i*t. If fOu eoane if> u4 tor a price match, you 
*** aajp be anilraad 10 pu> star aale* H*vice. inchjding »n* nawshHlBn and wchnical ikppon TTib) 
nafce» ou» price malch prom I a* nnhar spwakt. egenaihrnd you aat r*e«4ve OMiV ■BOtK SILICA We don't 

WBBt yOV U (* #fry-h*ra tor your AlBTI pt DdJClS SO IhOp Bt SIIICB. Ih* UK'S Nd1 Alai'i SAACilldr 



+VAT=£299 



SO MUCH FOR SO LITTLE! 

There is nothing that can compare with the incredible value ror money offered by Atari's 
530ST-FM. For only £360 (+ VAT =£299), you dflr purchase a powerlui 51 2K RAM computer, 
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512 
colours, mouse controller, and a 512K built-in disk drive, The 520ST-FM has a TV modulator 
buHt'ln. and comes with a lead to allow you lo plug ii straight into any domestic coiour 
television set. The mains transformer is also built-in to the keyboard, so there are no messy 
external boxes You couldn't wish for a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established in the UK. there are nearly 500 software titles already 
available for a wide variety of applications and the lisl is growing all the time. And that's not 
all. When you buy your new 52QST-FM (or any Atari ST computer) from Silica Shop, you wilt 
gel a lot more, including a FREE Silica ST Starter Kit worth over £100, Read the ONLY FROM 
SILICA section on the left, to see why you should buy your new high power, ,ow price 52QST- 
FM from Silioa Shop, the UK's No1 Atari Specialists, For further details of the range of Atari 
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below. 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299! 

52BSTFH wrilh S12K RAH i mono monitor £390 >' nc VAT I Upgrade Irom S12K R AM 1o 1024k fl AM £lQ0 ; ,nc vW 



ATARI KMOST-F * NEW PRICE 

We ara p snsnd 1ij *nnrxjr>c* ■ "** reduced {""'«< DOlnl on tn« 
1C405T-F wtiiori * now available lor only £4H fine fATt The 
lCwfl is a povrerlul CDrrvular wilh 1 MJb at RAMI and also includes 
a tn. ilt in 1Mb drj.ibln iu>ed Tm" dish rtn^n The 1Q40 ha* OW 
d«aign*c tot uh on buaineu and pnotBoaion*! apolicaiiow 
mosl o' which require a high molutu^i monciclirDme or colour 
monitor. II dpes no1 Iharadcm haw an RP rrvoduilabor lot dW 
with a tjotraalir. TV *ar ModuHtoa C*n f* tlrlad 10f f*9 (*>C VAT) 
«Vr*in.i IMKurMMnW uwr ■•<- :■' : 

XHU.17 f JC*y*mrrr ' Htgf, fkm SUM JMmn afemnor Ott i.nr Win 

tf you rduld Mi 1uraw deulhi ol the 1H0HT F, ratutn iha coupon bmcm 

MEGA STs NOW IN STOCK 

Fr>r rha usar wtio raquitea |vw mora RAM thin 10* SSfl or ID4H> 
ST a rrtfflr. the nm, MFCIA 5T ^omoMtera ere now gvaikaM 
There areivao MFGA sr*. r>n» »im ?Mn or ram and tn* eihflr 
with A miHfciwi 4Mt> BOIh ft&m compulflfi *r* hjlly CO'Opalibl* 
with e»44ing, STi tnd njn oufrentty Milabk) ST toriwar*. TTw 
MFQA ST* V* ttyM U bp expanOabet Cenlrfjl Protfsi'i'g 
UN wilh oucu a'ch ilecl jre and a deCBchable keyboard Thtry 
arc BupplMKl w tti GEM, a im tioijvb cDnltpOet and nil anlras 
as with the S70 or 1040 Priret im as 1oilry*rs 
UEGA S7TU* KmrtiiMira * CPlt aw ■ •■ n, 

UfG* *r rt<rrfx»T) ' CtV ■ fffl **ko Atptstor Jiff I'.nf M 

57 *t*b Keftio*n> 1 CPU tTm 1'inc VAV 

URM E7 *Wi- ifaylKwd + CPU + S*f GS Utott UtmHof am Ok W.7! 

11 you -5^>c I™* 1 jlhe 1 derai4 cy rha "C5A -ST'i rwjrT, iij coupon be>ow 



ATARI 




Intllala: Surname: 



[StDCUP { & Wail Order) 01 -3M 1 1 1 1 

1-4 The Mews, Hatteftey fload, Sitfcup. Kent, DAI 4 4DX 
LONDON 01-980 4S3B 

Lion House (1st floor), 227 Tottenham Court Rd. London. WJP OHX 
LONDON 01 -629 1234 emt 3914 

Seltridges (1st floor). Oxford Street, London, W1A 1AB 



# To: Silica Shop Ltd, Dept ATUSR WW, 1-4 The Mews, HaErerley Rued, Sidcup, Kent. DMA 4DX \ 

I PLEASE SEND ME FREE LITERATURE ON THE ATARI ST | 

I 

I 
I 
I 



Mr/Mts/Ms: 
Address: 



Postcode; 



Do you 
II 1 



MaHl -H ECHflfHafltf 



i 
i 









Three of Level 9's most acclaimed adven- 
tures - Lords of Time, Red Moon and The 
Price of Magik - come together in one 
package. Each has been enhanced and enlarged 
with more text than ever before - 60,000 mind- 
expanding words creating magik and mystery 
round every corner. There's a powerful new 
parser, and most disc versions include stunning 
digitised pictures that help to dramatically 
heighten the atmosphere. 

What the press have said: 

LORDS OF TIME: "Destined to become a classic" - 

Computing with the Am s trad, 

RED MOON: Best Graphical Adventure or Best 
Adventure of the Year - Zzap 84, Crash, Amtix, C&VG, 
CCf, and Amstrad Computer User. 

THE PRICE OF MAGIK: "Another superb adventure . . . 
their best yet" - Commodore User. Also a Crash 
Smash- 



SQFT V\AF3E 

Europa House, Adlington Park. 
Adlington, Macclesfield SKID 4MP. 

ENQUIRIES: 0625 878338 ORDER HOTLINE: 0625 879920 







The trilogy 



Interactive fiction 

f rom Level 9 
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Screen shots from 
Atari St version 



nil, Mg p*i iAimx Hbi a to vfc i im, nlk to 



ii * iMi j nfc«Himii* hi, Wilms wr * 



Spectrum (cassette) Plus 3 (disc) 
Commodore 64 (cassette or disc) 
Amstrad CPC (cassette or disc) 
Atari XUXE (cassette or disc) 
Amstrad PCW (disc) 
Apprise, £14>95 



Atari ST 

Commodore Amiga 
Macintosh 

Amstrad PC, IBM PC 
and compatibles 

£19.95 



Available from all good stockists or order direct by sending a 
cheque or postal order made payable to Mandarin, together with 
your name and address. Price includes P&P. Access/Visa owners: 
Phone our hotline or send your card number with your order. 



